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Outdoor Code 


! will treat the outdoor — our veld, rivers and mountains — asa 
heritage to be cherished and protected; and to be enriched for 
our own greater enjoyment and for future generations 


1 will learn to understand Nature and her ways 


1 will learn how to practice conservation of soil, water, forests, 
grasslands and wildlife, and urge others to do the same 


| will treat public and private land with respect, remembering 
that the use of the outdoors is a privilege 

| will prevent fires and build my own fire in a safe place, and be 
sure it is out before | depart 


1 will keep my litter and garbage out of South Afircan waters, 
fields, woods, veld and roadways 


Whatever I take from Nature for my own use, | will endeavour 
to return a share of her bounty 


Natuurgids 


Ek sal ons natuur — ons veld, riviere en berge — as ‘n erfdeel 
behandel; iets om lief te hé en te versorg en te verryk vir ons 
eie genot en vir komende geslagte 


Ek sal leer om die Natuur en haar wette te verstaan 


Ek sal leer hoe om die grond, water, woude, grasvelde en 
wildlewe te bewaar, en ander beinvioed om ook s6 te doen 


Ek sal openbare en private grond met agting behandel en altyd 
onthou dat die vrye natuur ‘n voorreg is 


Ek sal brande voorkom en my eie vuurtjie op ‘n vielige plek 
aansteek, en dan seker maak dat dit geblus is voordat ek 
vertrek 


Ek sal ons Suid-Afrikaanse waters, viede, woude, lande en Paaie 
nie met my rommel besoedel nie 


As ek iets uit die Natuur neem vir eie gebruik, sal ek my bes 
doen om my deel van haar rykdom terug te besorg 


Zep tt Zo - c LLLLLE- 
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THE AIM 


Rule 101 


THE METHOD 


Rule 102 


The Aim of the Boy Scouts of South Africa is to 
encourage the spiritual, mental, social, and physical 
development of beys and young men by : 


(a) developing their character; 
(b) training them in citizenship; 


(c) developing their personal fitness by promoting 
their spiritual, mental, and physical qualities; 


so that they may take a constructive part in the community. 


The Method of achieving the Aim of the Boy Scouts of 
South Africa is by providing an enjoyable and attractive 
scheme of progressive training for boys and young men 
through a special programme based on the Scout Law and 
Promise, and : 


(a) the Scout uniform; 


(b) admitting them as members of a voluntary 
brotherhood which, under adult leadership 
and guidance, is increasingly self-governing 
in its successive age-groups; 


(c) opening to them congenial activities and 
achievements in a largely outdoor setting; 


(d) progressively increasing measures of respon- 
sibility for themselves and others, so that 
they acquire competence, self-reliance, 
character, dependability, and capacities both 
of co-operation and leadership; 


(e) the Patrol and Group systems; 


(f£) providing a feeling of achievement by advancement 
through a graded series of tests and proficiency 
badges; 


(g) providing opportunities for service to others. 
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TRAINING PROGRAMMES 


In order to achieve the Aims of the Movement, the Methods are adapted in the 
Cub, Scout, and Venturer Training Programmes to cater for the characteristics, 
interests, and degree of mental and physical maturity of boys of different 
age-groups. 


Cubs are NOT "Junior Scouts". Although the Cub Branch is an integrated 
section of the Movement, Cubs are as different from Scouts as Scouts are 
from Rover Scouts and other mature adults. Hence the Cub Training Programme 
is designed specifically for the 74/8 to 11 year-old age-groups. 


GENERAL 


SUPPLY 


Rule 1101 Advancement and Proficiency Badges and emblems are obtained 
by Local Association Secretaries from Area Headquarters and 
issued by them to Pack Scouters, Scoutmasters, Venturer 
Advisers, and Rover Scout Leaders on the recommendation of the 
examiner as laid down in subsequent Rules (Rule 812). 


TESTING FOR PROFICIENCY BADGES 


Rule 1102,1 The tests for the Scout Proficiency Badges must, except where 
otherwise specified, be passed to the satisfaction of an 
independent and qualified examiner appointed by the Local 
Association and District Commissioner. (See Rule 1109) 


TE 
Se > 


In respect of the Proficiency Badges, Local Associations 
may in special circumstances be authorised by the Area 
Commissioner to grant badges on tests other than those 
presented, provided that the tests 


(a) are not easier than the tests in this 
"South African Proficiency Badge Book". 


(b) fulfil the same general purpose. 


Tests for Scout Proficiency Badges may be passed to the 
satisfaction of the Scout's own Scouters provided the Scouter 
holds a certificate issued to him after successfully completing 
a relative training course, and approval has been given to the 
Scouter by his District Commissioner. 


Rule 1102.2 Where in any particular case opportunity may occur in camp, 
or some other special occasion, for doing the practical part 
of any of the tests for the Scout Proficiency Badges which 
by reason of the circumstances of the Group cannot be carried 
out in the course of its normal activities, the District 
Commissioner may, at his discretion, authorise the examiner 
to accept a certificate by the Scoutmaster, Venturer Adviser, 
or Rover Scout Leader, in respect of certain specified parts 
of such tests, 


STANDARD OF TESTING 


Rule 1102.3 Examiners should bear in mind that the standard of proficiency 
is not so much the quality of knowledge or skill as the amount 
of effort put into acquiring such knowledge or skill. 


ALTERNATIVE TESTS FOR HANDICAPPED CUBS, SCOUTS, AND VENTURERS 


Rule 1103 Proposed alternative tests to suit each individual handicapped 
boy must be submitted to Area Headquarters, through the 
District Commissioner concerned, for approval by the Regional 
Commissioner and Area Commissioner. 


THE SCOUT 


ADMISSION TO THE SCOUT TROOP 


Rute 659 A boy may be admitted to the Scout Troop after his eleventh 
birthday, or in the case of a Cub at the discretion of the 
Scoutmaster, and in accordance with Group Scouters' Council 
policy, at ten years and six months. 


He may go up to the Venturer Commando, from the age of 
fourteen years and six months upwards, after discussion 
between the Scoutmaster and the Venturer Adviser. 


He may remain in the Troop until his eighteenth birthday or 
until he completes the Standard 10 school grade. Thereafter 
he may remain in the Troop only as a Scouter. His tenure in 
the Scout Troop will be in accordance with Group Scouters' 
Council policy. 


Whether the boy of over fourteen years and six months remains 
in the Scout Troop, or goes up to the Venturer Commando, the 
opportunity to complete his Scout training up to Chief Scout's 
Award and/or to take part in Venturer activities is open to him. 


INVESTITURE 

Rule 660 The investiture of a boy as a Scout is one of the most 
important events in his life. It is essential, therefore, 
that the Investiture be properly carried out by the Scout- 
master after careful preparation. It is desirable that the 


boy's parents be invited to the Investiture Ceremony. 


Details of the Investiture Ceremony are given in Camp Fire 
Yarn No.3 of "Scouting for Boys", in current South African 
Scout literature, and on official Wood Badge Training Courses. 
If no proper Investiture Ceremony is carried out the boy 
cannot be regarded as a Scout. 


On investiture the boy becomes a Scout and is entitled for 
the first time to wear Scout uniform and badges. The boy's 
own parents (or guardian) and invested Scouts only may attend 
the Investiture. 


As part of his preparation for investiture the boy shall be 
told of the adventurous life of the Founder, and something 
of the history of the Movement. 


SCOUT PROMISE 
Rule 105 On investiture Scouts, Venturers, and Rover Scouts make, 
or where appropriate, re-affirm the Scout Promise. The 
Scout Promise is 
"On my honour I promise that I will do my best - 
To do my duty to God, and my Country; 
To help other people at all times; 
To obey the Scout Law". 
SCOUT LAW 
Rule 109 The Scout Law is 


(1) A Scout's honour is to be trusted. 


(2) A Scout is loyal. 
(3) A Scout's duty is to be useful and to help others. 


A Scout is a friend to all and a brother to every 
other Scout, 


Scout is courteous. 


A Scout is a friend to animals. 
A Scout obeys orders. 
A Scout smiles and whistles under all difficulties. 
A Scout is thrifty. 
A Scout is clean in thought, word, and deed. 
SCOUT MOTTO 
Rule 109.1 The Scout Motto is : "Be Prepared". 
SCOUT SLOGAN 
Rule 109.2 The Scout Slogan is : "A Scout tries his best to do 


at least one Good Turn to somebody every day". 


THE TENDERFOOT 


Before being invested as a Scout, a boy must pass the following tests ; 


(1) Repeat from memory the Scout Law and Promise, and 
in accordance with your age, explain their meanings and 
how to carry them out. 


(2) 


(3) 


(4) 


(5) 


(6) 


Demonstrate correctly the Scout salute, the Scout sign, 
and the left handshake and explain when each is used, 
Know the Scout Motto and the Scout Slogan. 


(a) Draw from memory, in colour, your National Flag, know 
its history, and the significance of its component parts. 


(b) Prepare, hoist, break, fly, and lower a flag. 


Recite or sing the first verse of your National Anthem in the 
language of your choice. 


Point out and explain the various parts of the Scout uniform 
and know the correct positioning of the various badges and 
patches (see Policy, Organisation,» and Rules). 


Take part in a Personal Growth Agreement with your Scoutmaster. 


NOTE: The Scoutmaster MUST examine the boy personally in 
Test 1: "The Scout Promise and Law", and conduct 
the Personal Growth Agreement Conference with the 
boy, whether he is a new recruit or a Cub "coming up" 
from the Pack. 


The other tests for the Tenderfoot may be delegated to 
examiners drawn from other Scouters or the boy's future Patrol 
Leader in the Group if the Scoutmaster so wishes. Refer also 
to the LINK BADGE hereunder. 


Link Badge 


The Link Badge, which may be gained by the 

Cub in the Pack before "Going Up" to the 

Troop, is intended to enable him to be 
invested as a Scout at his "Going Up' Ceremony 
and thus bridge the gap between his departure 
from the Pack and his induction into the Troop. 
A Cub holding the Link Badge is entitled to 
immediate investiture as a Scout in the Troop 
and does NOT have to be re-tested in the 
Tenderfoot tests in the Troop. 


Before being awarded the Link Badge, a boy must 


n4 


2. 


Be at least 10} years of age. 
Have passed the Tenderfoot Scout tests. 


Meet the Scoutmaster and register for entry into the 
Troop not less than three months before "Going Up". 


(Your Akela will introduce you to the Scoutmaster 
if you don't already know him) 


Link Badge 


4, Take part in a Patrol activity out-of-doors with your future 
Patrol or/and attend a Troop Meeting/activity as a guest of 
your future Patrol Leader before your "Going Up" Ceremony. 


(Your Akela will arrange this with your Scoutmaster) 
(Where there is no Troop in your town/village, the following 


alternative test may be taken 


"Show a general knowledge of the life of the Founder, 
Lord Baden-Powell of Gilwell, and his contribution to 
the development of world Scouting", 


Sa First Aid 


Hold the Cub First Aid and Health Interest Badge, 


(If the Cub holds this Badge he DOES NOT have to re-pass 
this section) 


OR 


Pass the following tests ; 


(a) 


Show that you understand : 


(i) the limitations of your knowledge as a First Aider. 


(ii) the importance of summoning help in the case of 
accidents, 


(iii)how to activate the Emergency Medical Services 
in your neighbourhood. 

Know and show how to control bleeding 

(i) by direct pressure with the fingers or hand. 

(ii) by means of an improvised pressure bandage. 

Explain and show what you would do in the case of an 


accident victim who has stopped breathing. This 
includes the Heimlich manoeuvre for inhaled food, 


Explain the principles of a balanced diet. Write down 
four items of food under each of the following three 
headings 

Animal protein; vegetable protein; carbohydrates 


Explain two dangers to health in each of the following 


(1) smoking (ii) drinking alcohol 


Know and show how to give help to a child who appears to 
have drowned. 


Link Badge 


Scoutcraft 


(a) 


(b) 


(£) 


Lay and light a fire out-of-doors using natural 
materials and not more than two matches. 


Fry an egg and bacon OR make porridge from raw 
ingredients over the fire you have made. 


Demonstrate a knowledge of 


(i) the safety precautions in both lighting 
and extinguishing fires made in the open. 


(ii) the condition in which a campsite or picnic 
spot should be left after use. 


(iii) the necessity of carrying back all rubbish 
when you are hiking. 


Assist in pitching a tent, taking it down, and packing it, 
and assist with the preparation of the campsite. 


Demonstrate a knowledge of the safety rules and correct 
use of a handaxe. 


Tie the following knots and lashing 


(i) Reef Knot; Sheetbend; Bowline; Clove Hitch; 
Round Turn-and-two Half Hitches; Sheepshank. 


(ii) Make a square lashing. 


(a) The Scoutmaster MUST examine the boy personally in 
Test 1 : "Promise and Law" and conduct the Personal 
Growth Agreement Conference with the boy for the 
Tenderfoot, whether he is a new recruit to the Troop, 
or a Cub "Going Up" from the Pack. Only in circum- 
stances where the Troop which the Cub intends joining 
is situated in another town/village, or if the Cub is 
not joining a Troop, may the Scout Promise and Law Test, 
and the Personal Growth Agreement Conference be done by 
the Pack Scouter, (so he can gain his Leaping Wolf Badge). 


(b) The remaining Tenderfoot tests and Tests 5 and 6 of 
the Link Badge may be instructed and examined by the 
Pack Scouters/Pack Helpers/Cub Instructors/Troop 
Scouters/ or the boy's future Patrol Leader. 


The standards required should be agreed by the Group 
Scouters Council. This is an essential pre-requisite 
for Tests (2) to (5) of the Tenderfoot, and Tests 5 
and 6 of the Link Badge. 


(c) Test 6 of the Link Badge may be done at a Group, 
District, Regional, or Area weekend camp or day outing; 
or it may be done by arrangement with the Troop 
Scouters; or where there is no Troop in the town/village, 
it may be done by the Pack Scouters. 


THE SCOUT 
TRAINING 
PROGRAMME AG 


THE PROGRAMME 


Rule 1106 


Rule 1107 


Before "Going-Up" to the Troop, the Cub must be instructed 
and tested in the requirements for the Link Badge by his 
Pack Scouters, future Scoutmaster, Assistant Scoutmasters, 
Patrol Leader (as arranged by the Group Scouters Council) 
in preparation for immediate investiture as a Scout. When 
the tests have been successfully completed, the Link Badge 
is awarded and worn as in Rule 803. 


The general scheme of the Scout Training Programme is set 
out below. It is designed to provide a progressive system 
of training interesting and challenging to the Scout, and 
flexible enough to allow each Scout to choose his own path 
through the Advancement Badges. 


The Programme consists of two major parts : the 
ADVANCEMENT BADGES and the PROFICIENCY BADGES. 


ADVANCEMENT BADGES 


Rule 1107.1 


There are eight Advancement stages 
Link Badge 
Pathfinder Scout 
Second Class Scout 
First Class Scout 
Discoverer Scout 
Bushman's Thong/Service Cord/Bosun's Cord/Airman's Cord 
Springbok Scout 
Chief Scout's Award 


The test requirements for the Advancement Badges are set 
out hereunder : 


SCOUT PROFICIENCY BADGES 


Rule 1107.2 


There are ninety-two Proficiency Badges for different 
subjects for Scouts and Venturers. Each of these Badges 
is divided into two grades 


"STANDARD GRADE" and "MASTER GRADE". 
These Badges may be earned by any Scout or Venturer 


regardless of his age. provided : 


(a) He has passed the Pathfinder Scout Badge 


(see Rule 1107.5) 
and 


(b) He qualifies fully under the conditions laid down. 
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In every case, the Scout or Venturer seeking to qualify 
for the MASTER GRADE of a Badge must pass, or have 
passed, the equivalent STANDARD GRADE Badge and, where 
applicable, this shail mean the equivalent alternative 
of the Standard Grade Badge. 


The MASTER GRADE Badge shall be worn in place of, and not 
in addition to, the STANDARD GRADE Badge. While there is 
no bar to a Scout or Venturer qualifying in additional 
alternatives for a Badge, no additional insignia shall 

be issued or worn. 


GROUPS OF SCOUT PROFICIENCY BADGES 


Rule 1109 


SCOUT PROFICIENCY BADGES|' 


The Scout Proficiency Badges are grouped into the 
following categories : 


SCOUTCRAFT : Explorer, Mapping, Observer, Pioneer, 
Stalker, Tracker, Hiker. 


CAMPING ; Backwogdsman, Camper, Camp Quartermaster, 
Cook, Camp Fire Leader. 


SEAMANSHIP : Boatman, Boatswain, Canoeist, Helmsman, 
Motorboatsman, Ship Quartermaster, Sea Explorer. 


AIRMANSHIP : Air Navigator, Air Glider, Air Mechanic, 
Air Traffic Controller, Air Spotter, 
Air Meteorologist. 


PUBLIC : First Aid, Civil Défence, Despatch Rider, 
Firefighter, Guide, Public Health, Rescuer, 
Safety Code. 


RELIGION Religion and Life 
AND LIFE : 


ACADEMIC AND Artist, Reader, Draughtsman, Linguist, 
SCIENTIFIC : Musician, Scribe, Electronics, Space 
Explorer, Astronomer, Geologist, 


Archaeologist. 
TECHNICAL AND Electrician, Mechanic, Metal Worker, 
HANDCRAFT : Plumber, Radio Engineer, Signaller, Home 
Nursing, Homecraft, Handyman, Micro- 
Computer. 


NATURALIST : World Conservation, Water Biologist, Bird 
Watcher, Weatherman, Woodcraftsman, 
Farmer, Gardener, Forester. 


SPORTS AND Archery, Cyclist, Frogman, Marksman, 

HOBBIES : Master-at~Arms, Horseman, Sportsman, 
Surfer, Swimmer, Personal Fitness, 
Fisherman, Athlete, Photographer, Chess, 
Collector, Hobbies, Leather.Worker, 
Model Aero Engineer, Numismatist, Pet 
Keeper, Philatelist, Designer, Entertainer, 
Model Engineer, Windsurfing. 


SOCIAL : Speaker, World Friendship, Leader, 
Patrolmanship. 


SCOUT ADVANCEMENT AND PROFICIENCY BADGE TESTS 


Rule 1110 The tests for the Advancement and Proficiency Badges 
are detailed in this South African Proficiency Badge 
Book, which forms a supplement to Policy, Organisation, 
and Rules. 


TESTING 


Rule 1107.7 Unless otherwise specified, the method of examination of 
the tests for the Scout Proficiency Badges shall be as 
given in Rules 1102 and 1103 (see page 2). 


DESIGN OF PROFICIENCY BADGES 


Rule 1107.6 Scout Proficiency Badges are distinguished by their design 
and colour, Both the Standard and Master Grade Proficiency 
Badges are on green backgrounds, but the Master Grade Badges 
are encircled by a laurel wreath in red. 


WEARING OF ADVANCEMENT AND PROFICIENCY BADGES 


Rule 1108 Scout Advancement and Proficiency Badges are worn as 
described in Rules 805.4 and 807. (See Badge Charts hereunder) 


Rule 1107.3 Scouts may not wear Advancement or Interest Badges gained as 
Cubs except for the Leaping Wolf Badge and the Link Badge. 
(See Rules 1104,2, 1105.1 and 1106) 


GENERAL 


Rule 1107.4 While certain Proficiency Badges are primarily designed for 
Sea Scouts and Air Scouts, all Proficiency Badges are avail- 
able to any Scout provided that satisfactory arrangements 
for testing can be made. 


IMMEDIATE RECOGNITION FOR PROGRESS TO ADVANCEMENT BADGES 


Rule 1108.1 To provide for immediate recognition of progress to 
and Advancement Badges, a belt slide emblem to be worn on the 
Rule 805.4.2 Scout belt is awarded to a Scout for every Achievement 
passed from the BLUE group or the RED group of Achievements. 


The belt slide emblem for passing an Achievement from the 
BLUE group has a blue border, and the emblem for an 
Achievement from the RED group has a red border. 


The belt slide emblem for passing an Achievement from the 
RED group shall be worn IN PLACE OF,and not in addition to, 
the emblem for the same Achievement from the BLUE group. 


(For example, the belt slide emblem awarded to a Scout for passing 
the "Fires and Cooking" Achievement from the RED group replaces the 
belt slide emblem that he may have gained by passing the "Fires and 
Cooking" Achievement from the BLUE group. Similarly with the other 
Achievements). 


Pathfinder Scout Badge 
Second Class Scout Badge 


First Class Scout Badge 


Sixteen Test Achievements are listed for the Pathfinder, Second 
Class, and First Class Scout Badges under these rules. These 
Achievements are divided into a BLUE group and a RED group. The 
requirements for the RED group of Achievements incorporates the 
tests for the Achievements in the BLUE group and, in addition, 
includes further tests of a higher level of difficulty. 


There are also SCOUTCRAFT TESTS for each of these three Badges 
and for the Discoverer Scout Badge. 


Briefly, in order to qualify for the award of the Pathfinder, 
Second Class, and First Class Badges, a Scout must pass a specified 
number of Test Achievements from the BLUE group and from the RED 
group. Although some of these are compulsory, the Scout has a 
wide choice. 


The purpose of structuring the tests in this way is to give the 
Scout greater choice and interest in the path he follows through 
to the higher Advancement badges, while at the same time 
challenging his developing capabilities. 


BLUE GROUP ACHIEVEMENTS RED GROUP ACHIEVEMENTS 
Airmanship Airmanship 
Better Living Better Living 
Community Living Community Living 
Community Service Community Service 
Compass and Mapping Compass and Mapping 
Conservation Conservation 
Family Living Family Living 
Fires and Cooking Fires and Cooking 
First Aid First Aid 
Heritage Heritage 
Observation Observation 
Physical Fitness Physical Fitness 
Pioneering Pioneering 
Sports and Hobbies Sports and Hobbies 
Veldcraft Veldcraft 


Watermanship Watermanship 
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TRAINING AND TESTING 


Training and testing in the Achievements is under the supervision 
of the Scoutmaster, who may appoint suitably qualified adults and 
Scouts to examine on his behalf. 


The PERSONAL GROWTH AGREEMENT CONFERENCES with the Scout MUST be 
undertaken by the Scoutmaster himself, 


STANDARDS, AND THE AWARD OF THE ADVANCEMENT BADGES 
ONE BADGE 


After the Scout has completed the test requirements for the Pathfinder, 
Second Class, and First Class Scout Badges, the award of the Badge is 
reviewed by the Court of Honour which may conduct spot checks in the 
tests with the candidate to ensure that the required standard has been 
reached, 


GENERAL 

In some cases, the wording of the test indicates the requirement that 
the Scout passes the test simply by carrying out the activity. This 
is intentional. In other cases definite standards of skill and know- 
ledge are required. The standard required is indicated in South 


African Scouting literature, and on training courses, but it is stressed 
that the ultimate responsibility for the maintenance of standards and 
for maintaining a challenge for the Scout through the Achievements rests 
with the Scoutmaster. 


Pathfinder Scout Badge 


(Rule 1111) 
Before being awarded the Pathfinder Scout Badge, 
the Scout must 


1. Pass any TWO Test Achievements from the 
BLUE group. 


2. Hold or pass the Link Badge. 
3. Pass Scoutcraft Test No.1 


4, Take part in a Personal Growth Agreement 
Conference with his Scoutmaster. 


(This Conference should take place after 
the Scout has passed all the tests for 
the Badge) 


NOTE : A Cub who has not gained the Link Badge 
whilst in the Pack, and a recruit to the 
Troop who has not been a Cub, may wear 
the Link Badge after passing Test 2 until 
he has completed the remainder of the 
Pathfinder tests and becomes entitled to 
wear the Pathfinder Scout Badge. 


Qe 


Second Class Scout Badge 
(Rule 1111.1) 


Before being awarded the Second Class Scout 
Badge, the Scout must 


1. Hold the Pathfinder Scout Badge. 


2. Hold FOUR Test Achievements from the BLUE 
group, one of which must be FIRST AID. 


3. Hold ONE Test Achievement from the RED group 
selected from one of the four Blue Group 
Test Achievements gained for requirement (2) 
above. 


4. Pass Scoutcraft Test No.2. 


5. Take part in a Personal Growth Agreement 
Conference with his Scoutmaster. 


(NOTE : The Scout must hold FOUR different Test 
Achievements from the Blue group; ONE of which 
must be converted to the RED level) 


First Class Scout Badge 


(Rule 1111.2) 


Before being awarded the First Class Scout 
Badge, the Scout must 


1. Hold the Second Class Scout Badge. 


2. Hold EIGHT Test Achievements from the RLUE group, 
three of which must be First Aid, Compass & 
Mapping, and Pioneering. 


3. Hold TWO Test Achievements from the RED group 
(one of which must be First Aid) selected from 
the eight Blue Group Test Achievements gained 
for requirement (2) above. 


4. Pass Scoutcraft Test:No.3. 


The First Class Hike must be taken as the last 
test, and it must be passed to the satisfaction 
of the District Commissioner (or his duly 
appointed nominee). 


5. Take part in a Personal Growth Agreement 
Conference with his Scoutmaster. 


(This Conference should take place last, after 
the Scout has met all the other requirements 
for the badge) 


(NOTE : The Scout must hold EIGHT different 
Test Achievements from the Blue group, and 
the First Aid Achievement and one other must 
be converted to the RED level") 
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Discoverer Scout Badge 


(Rule 1111.3) 

Before being awarded the Discoverer Scout 
Badge, a Scout must : 

1. Hold the First Class Scout Badge. 


2. Gain any FOUR Scout Proficiency Badges 
in the Master Grade. 


3. Pass the Scoutcraft Test No.4 


4. Take part in a Personal Growth Agreement 
Conference with his Scoutmaster covering 
the following five areas 


(i) Getting along with other people. 
(ii) Becoming more self-reliant. 


(iii) Developing Personal Fitness (spiritual, 
mental, and physical). 


(iv) Acquiring personal values. 


(v) Agreeing his intended path towards 
qualifying for the Springbok Scout 
Badge, and developing a plan for 
gaining the required Proficiency Badges. 


(This Conference should take place last, 
after the Scout has met all the other 
requirements for the badge) 


Bushman's Thong 


(Rule 1111.4) 


Before being awarded the Bushman's Thong, the 
Scout must : 


1. Hold the Discoverer Scout Badge. 


2. Hold SIX Scout Proficiency Badges in the 
Master Grade IN ADDITION to those required 
for Test 3. 


3. Hold the Backwoodsman Badge, plus any TWO 
selected from Camper, Camp Quartermaster, 
Cook, and Camp Fire Leader. These three 
Proficiency Badges must be in the Master 
Grade. 


4. Take part in a Personal Growth Agreement 
Conference with his Scoutmaster. 


(This Conference should take place last, 
after the Scout has completed all the 
other requirements for the Thong) 


NOTE : To qualify for the Bushman's Thong, the 
Scout must hold the Discoverer Scout Badge 
plus NINE Proficiency Badges as above. 
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Service Cord 


(Rule 1111.4) 


Before being awarded the Service Cord, the 
Scout must 


1. Hold the Discoverer Scout Badge. 


2. Hold the First Aid Proficiency Badge, plus 
any TWO selected from Civil Defence, 
Despatch Rider, Firefighter, Guide, Public 
Health, Rescuer, and Safety Code. The 
three Proficiency Badges must be in the 
Master Grade. 


3. Hold SIX Proficiency Badges in the Master 
Grade IN ADDITION to those obtained for 
Test 2. 


4. Take part in a Personal Growth Agreement 
Conference with his Scoutmaster. 


(This Conference should take place last, 
after the Scout has completed all the 
other requirements for the Cord) 


NOTE: To qualify for the Service Cord, the 
Scout must hold the Discoverer Scout 
Badge plus NINE Proficiency Badges as above. 


Bosun's Cord 
(Rule 1111.4) 


Before being awarded the Bosun's Cord, the 
Scout must 


CD 1. Hold the Discoverer Scout Badge. 
Cn 


2. Hold THREE Proficiency Badges in the Master 
Grade selected from Boatman, Boatswain, 
Canoeist, Helmsman, Motorboatsman, Ship 
Quartermaster, and Sea Explorer, of which 
AT LEAST ONE must be either Boatman, 
Motorboatsman, or Helmsman. 


- Hold SIX Proficiency Badges in the Master 
rade IN ADDITION to those obtained for 
Test 2. 


- Take part in a Personal Growth Agreement 
Conference with his Scoutmaster. 


(This Conference should take place last, 
after the Scout has completed all the other 
requirements for the Cord) 


NOTE: To qualify for the Bosun's Cord, the 
Scout must hold the Discoverer Scout 
Badge plus NINE Proficiency Badges as 
above. 
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Airman’s Cord 


(Rule 1111.4) 


Before being awarded the Airman's Cord, the 
Scout must ; 


1. Hold the Discoverer Scout Badge. 


2. Hold the Air Navigator Badge in the Master 
Grade, plus 


(i) any TWO Proficiency Badges in the 
Master Grade selected from Air Glider, 
Air Mechanic, AirTraffic Controller, 
Air Spotter, Air Meteorologist. 


OR 


(ii) qualify for a Student Pilot Licence in power 
flying after performing one solo flight 


OR 


(iii) after completion of three solo flights 
in a glider 


Hold SIX Proficiency Badges in the Master Grade 
IN ADDITION to those obtained for Test 2. 


4. Take part in a Personal Growth Agreement 
Conference with his Scoutmaster. 


(This Conference should take place last, 
after the Scout has completed all the other 
requirements for the Airman's Cord) 


NOTE: To qualify for the Airman's Cord, the Scout 
must hold the Discoverer Scout Badge plus 
NINE Proficiency Badges as above, unless he 
qualifies under Test 2(ii) or 2(iii) in 
which case he must hold SEVEN Proficiency 
Badges. 


NOTE: Rule 1111.4 A Scout or Venturer may qualify for any of ; 
the four alternatives - Bushman's Thong; Service Cord; 
Bosun's Cord; Airman's Cord - but may only wear one, 
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Springbok Scout Badge 


(Rule 1111.5) 


Before being awarded the Springbok Scout Badge, 
a Scout must 


1. Be at least fourteen years and six months of 
age, 


2. Hold either the Bushman's Thong OR the Service 
Cord OR the Bosun's Cord OR the Airman's Cord. 


3. Hold the Explorer Proficiency Badge plus any 
THREE Badges selected from Mapping, Observer, 
Pioneer, Stalker, Tracker, or Hiker; all at 
the Master Grade level. 


4, In addition to those gained for Test 3, hold 
any NINE Proficiency Badges in the Master Grade. 


Take part in a Personal Growth Agreement Conference with his Scoutmaster 
at which, among other things, a plan for the achievement of the Chief 
Scout's Award is agreed. 


(This Conference should take place last, after the Scout has completed 
all the other requirements for the Springbok Scout Badge) 


NOTE; To qualify for the Springbok Scout Badge, the Scout must 


hold a minimum of THIRTEEN Proficiency Badges in the Master Grade. 


Chief Scout’s Award 


(Rule 1111.6) 


The Chief Scout, South Africa, will grant a special 
Badge and Certificate to a holder of the Springbok 
Scout Badge who, before his eighteenth birthday, 
completes the following requirements 


(a) Has satisfied his Scoutmaster (or Venturer 
Adviser) and his Court of Honour (or Commando 
Council) that he is setting a personal example 
of loyalty to the Troop and in the Scout way 
of life, and is a worthy recipient of the Award. 


(b) At a Personal Growth Agreement Conference with 
his Scoutmaster (or Venturer Adviser), gives 
positive examples of how he is living up to 
his Scout Law and Promise. 


(c) After study and research gives an illustrated talk of from 


15 to 20 minutes to an audience of not less than 10 persons 
on one of the following subjects 
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(a) the way of life and customs of one of the ethnic 
groups living in Southern Africa, other than his 
own. 


(ii) the development of Scouting, or the life of the 
Founder, Lord Baden-Powell. 


(iii) the growth of Civilisation, or the development 
of society, or man's place in the community, 
or some similar topic. 


(d) Makes contact by letter with a Scout (or Scouts) in another 
country (or countries) and exchanges at least three letters 
finding out more about that country's (or those countries') 
conditions, education, Scouting etc. 


(e) After having gained the Springbok Scout Badge, alone or with 
another Scout, seeks out some worthwhile community service 
outside the Movement and actively as a Scout carries out the 
project for a period of two months involving not less than 40 
hours of service. The project for his religious institution, 
or community etc must be approved beforehand by the Scoutmaster 
and reviewed by the District Commissioner. 

(£) Organises and runs a special out-of-door activity for younger 
Scouts. 


(g) Has held the Springbok Scout Badge for at least six months 
before turning 18 years of age. 


(NOTE : A letter from the organisation/individual outside the 
Movement certifying the service rendered must be attached 
to the Chief Scout's Award application form. For acceptable 
service refer to the guidelines obtainable from your Area HQ) 


The Chief Scout's Award Badge is similar to the Springbok Scout Badge 
with the addition of laurel leaves in gold encircling the gold 
Springbok head. It is worn as in Rule 805.4.1. 


A special Certificate issued over the signature of the Chief Scout, 
South Africa, is awarded to a Scout or Venturer qualifying for the 
Chief Scout's Award. Whenever possible, the special Certificate 

should be presented to the recipient personally by the Chief Scout. 


TEST ACHIEVEMENTS 


BLUE GROUP 
Observation 


1. Play Kim's Game and after one minute of observation describe 
correctly 16 out of 24 different articles. 


2. Have a knowledge of local public transport and places of 
interest and demonstrate the ability to direct strangers 
to destinations in the area in which you live. 


3. Recognise correctly three types of cloud formations and 
describe the weather associated with each. 
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Achievements — Blue group 


Make two plaster casts of the tracks of animals and birds, one 
of which must be a wild animat or bird. 
OR 


Make 5 sketches of different animal or bird tracks that you have 
observed out-of-doors. Identify the tracks. 


(i) Know the methods of progression in stalking and demonstrate 
the following 
Cautious Approach; Upright Crouch; Feline Crawl; 
Feline Flat Crawl; Flat (or Seal) Crawl. 

(ii) Use these methods of approach in a stalking exercise or a 


game by day and by night, 


Give an accurate report of an incident of two minutes duration 
involving from three to five persons. The report must include 
a detailed description of one of the persons. 


Fires and Cooking 


Es Know the dangers of veld/bush fires and demonstrate 
how to take safety precautions when lighting, using, 
and extinguishing fires in the open. Demonstrate 
methods of extinguishing flames. 


Ze Make and use two different types of camp fireplaces 
in the open which are suited to the natural surroundings, 


Carry out an experiment to determine the burning properties of at 
least three different types of wood, and list their characteristics 
and the purposes for which they should be used. 


Locate and prepare a suitable fire site. Build and light a 
cooking fire made from natural materials using not more than 

two matches, and cook on it a simple meal without using utensils. 
The ingredients to consist of raw meat and two raw vegetables. 

(A pressure pack of aluminium foil may be used if desired) 


OR 


Make and demonstrate the use of a conservation stove by cooking 
a simple meal on it made out of raw ingredients. 


Demonstrate your ability to use and maintain paraffin and gas 
stoves and lamps (primus, hurricane, and similar types). 
Understand and demonstrate the safety precautions to be taken 
in lighting, using, and cleaning these stoves and lamps (and 
in the case of gas stoves and lamps know how to replace the 
cylinder safely). 


Cook at least one meal on an open fire using utensils. 


After each cooking, properly dispose of rubbish, clean utensils, 
and le ve a safe, clean cooking area, 
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Achievements - Blue Group 


Conservation 


1. Know the Outdoor Code and show by your actions that 
you follow the Code when you are in the outdoors. 


2. Explain, using diagrams and/or pictures if necessary, 
the following : 


(a) The main causes and effects of water pollution 
and what steps can be taken to reduce water 
pollution. 


(b) The main causes and effects of air pollution and 
what steps can be taken to reduce air pollution. 


(c) Ways in which you can save water in your home, 
at school, and at camp. 


3. Know the dangers of soil erosion by wind and water. Demonstrate 
how soil erosion can be combatted. 


4. Make a drawing to show how sun, air, water,soil, minerals, plants, 
and animals work together to make a glass of milk. 


5. Keep a nature diary about the habits of a total of four animals 
and/or birds over a period of one month. 
OR 


Make a specimen collection of at least 12 identified leaves and/or 
flowers, properly mounted, with a brief write-up on each. 


Pioneering 


1. Whip the ends of a rope using (a) a "West Country" 
whipping 


@ (b) a Sailmaker's whipping. 
2. Tie the following knots with a rope with whipped ends 
and demonstrate their uses 
Taut-line Hitch; Timber Hitch; Fisherman's Knot; Bowline-on-a-Bight; 
Rolling Hitch; Manharness Hitch; Figure-of-eight Knot; and 
Running Bowline. 
3. Tie the following knots in nylon filament (fishing line) 
Blodéd Knot; Fisherman's "surgeon" knot 


4, Know when to use a square lashing and a diagonal lashing; and 
make a diagonal lashing showing its use. 


5. Demonstrate the use of lashings to 


(a) make sheer legs (Sheer Lashing) 


(b) lash two staves or spars together (Round Lashing) 


ROUND LASHING 


-20- 


Achievements - Blue group 


Sports ene Hobbies 


- Represent your Club, Troop, or School in a team sport 
OR at an athletic meeting OR at a swimming gala. 


2. Execute a reasonable dive into the water and swim 
50 metres. 


3. Demonstrate the method of "drown-proof" floating for 
3 minutes. 


4. Give evidence of an interest in some hobby and show that you have 
reached a reasonable level of proficiency in it. 


5. (a) Explain what must be done for a safe swim with your 
Patrol, Troop, family, or other group. 


(b) Explain the buddy system and the reasons for it. 


6. Either (a) discuss the rules (laws)and method of playing 
a sport of your choice. 


OR (b) referee a match or act as an umpire. 


Watermanship 


1. Show what to do in the case of a person who has 


stopped breathing. Know the principles of mouth= 
to-mouth resuscitation. 


2. Swim 100 metres in a flotation jacket. Demonstrate 
by means of clothing inflation a method of remaining 
afloat for 3 minutes. 


3. Explain why it is important to remain with an overturned boat, and 
why one should not go boating alone. 


4, Know the basic international rules of the road for avoiding collision 
in confined waters (harbours, anchorages etc). 


Perform THREE of the following with a boat of your own choice 


(a) Demonstrate getting in and out. 
(b) Demonstrate correct loading and trim. 
_(c) Demonstrate launching and removal from the water. 


(d) Demonstrate mooring and anchoring. 


Use the following knots in Scouting activities : 


Bowline; Bowline-on-a-Bight; Figure-of-eight Knot; 
Rolling Hitch; Round Turn~and-two Half Hitches. 


7. Correctly identify three types of popular small sailing craft. 
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Achievements - Blue group 


Alrianship 


1. Take photographs of 10 different types of aircraft 
flown in Southern Africa and name the types correctly. 


OR 


Make up a scrapbook containing at least 50 pictures of 
aircraft collected by yourself. Write brief notes on 
the aircraft. 


2. Build and fly a kite, and analyse its flying properties. 


3, With your Patrol visit your local airfield and find out 
the function of 


(a) the Control Tower (b) the Aircraft Controller 
(c) the type and number of flights inwards and outwards 


4, Draw in colour the house markings of five major airlines 
flying to and from Southern Africa. 


5. Know the parts of an aircraft including the control surfaces 
and explain how they work, 


6. On your own, or with the help of another Scout, construct a 
model glider which 


(a) when launched by hand will fly for 15 seconds OR 
(b) when rubber-powered will fly for 30 seconds. 


7, Identify, either from pictures or in flight, 12 aircraft 
in common use today, at least 8 of which are found in 
Southern Africa. 

4 civil commercial aircraft 


4 military aircraft 


4 light private aircraft 


Community Service 


1. Take part in a Conservation project with your Patrol 
or another Scout. 


2. Within your community, plant and care for three 
trees for at least a month, 


3. With your Patrol, or other Scouts, prepare a garden 
approximately 6 metres square. Plant vegetables 
and care for them until they are reaped, 


4, Take part in an anti-pollution project to prevent or minimise 
pollution of water in streams, dams etc". 


5. Make a sketch of a landscape plan for the area around your home, 
or for some other building, showing the trees, shrubs, and 
flowers you could plant to make it look better, 
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Physical Fitness 


2. 


(a) tobacco 


Achievements - Blue group 


List four groups of basic foods needed in the 
daily diet of a boy your age. Explain how this 
diet helps your body. Name the main sorts of 
food that should be avoided, or limited in intake. 


List some of the health problems arising from : 


smoking 


(b) excessive drinking of alcohol 


(c) drugs 


(d) being overweight. Know the ideal weight for a young 
person who is 0,9m; 1,2m; 1,5m;1,8m tail. 


(a) ebstacle 
(b) commando 


(c) rope and 


——— 5. Take part in 
in length. 


First ald 


Record your best score in the following 


push-ups; pull-ups; sit-ups; standing long jump. 
Set goais to do better. Keep a record for 30 days of how 
you are doing. Know the value of regular daily exercise. 


Be proficient in FIVE of the following 


race (d) swimming (g) running 
course (e) canoeing (h) surfing or board 
ee , Sailin 
tree climbing (f) rowing (i) some orher equivalent 
activity. 


a cross country run of at least four kilometres 


(a) Explain what First Aid is. Explain how to 
act in case of accident. 


(b) Show a good knowledge of how to activate the 
Emergency Medical Services in your area. Show 
that you keep the names, addresses, and phone 
numbers for emergency help where you can find 
them quickly. OR Show where and how to obtain 
help in the case of an emergency. 


and explain the signs of shock, and how to treat 


what to do in emergency cases of: 


stopped breathing. Know the principles of 
mouth-to-mouth resuscitation. 


serious bleeding 
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Achievements - Blue group 


4, Demonstrate First Aid treatment for the following: 


cuts and scratches 

burns; and how to put out burning clothing 
blisters on feet 

sprained ankle 

bites and stings of insects 

object in the eye 

fainting 

bites of snakes and mammals 


5. Use a roller bandage to hold a dressing in place on the arm; 
hand; ankle; and head. 


Community living 


Explain what is meant by the terms: 


public utility Central Government 
public services Provincial Administration 
community problems charitable organisation 
Municipal Government volunteer and private organisation 
custom 

OR 


Demonstrate a knowledge of how your village/community is 
organised, explaining particularly the following: 


Who is in authority?; ethnic customs; community problems; 
public places or land; who provides services to the community? 


Make a list of five volunteer or private organisations 
working in your country. Visit a charitable organisation 
working in your community. Report back on what it does. 


List the activities that take place in your neighbourhood 
or town/village during a month. Explain the reason for each. 
Take part in one. Report back on what you did. 


Make a list of some of the problems of your neighbourhood or 
town/village. Explain how each affects you, your family, and 
your neighbourhood or town/village. 


Show that you know how to get around your town and region. 
Show that you know how to use the following: 


(a) A map of a town or village, pointing out public services 
such as police stations, fire stations, hospitals, post 
offices, power stations etc. 


(b) A bus and train timetable. Work out a journey from one 
town to another by bus and train involving at least two 
connections 

OR 


Where a timetable is not available plan a journey to the 
nearest village or town and estimate the time that it will 
take to reach your destination as well as at least two 
features or landmarks along the way. 
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Achievements - Blue group 


@ @ ®@ 
Family living 
dis Explain what is meant by the following terms 


family duty to family family council 


2. (a) Make a chart listing the jobs you and 
other family members have at home. 


(b) Talk with your parents or guardian about 
other duties you might take on for the next 
2 months. Do them for at least the next 
two months, 


3. Explain what your family does for recreation. Make a list of the 
fun things your family might do at little cost. Do one of these 
with a member of your family. 


4, Explain how garbage and rubbish can be disposed of properly. 


5. Devise and carry out a family energy-saving plan. 


Veldcraft 


1. Present yourself to your leader, properly dressed, 
before going on an overnight camp. Show the 
camping gear you will use. Explain how you will 
use the gear. Plan and go on an overnight camp 
with your Troop, Patrol, or other Scouts, using 
the gear. 


2. Assemble a survival kit for a 3-day hike camp. 


3. Demonstrate methods of finding directions in strange country by day 
and by night without using a map or compass. 


4, Using groundsheets, or other improvised material, demonstrate the 
Ground-to-Air emergency code. 


5. Know the safety rules for hiking and the hygiene rules for hike camps. 


6. Estimate weights and numbers within a 10% margin of error. 


Compass and Mapping 


1. Make a simple magnetic compass. 


2. Follow a simple compass trail of about half a 
kilometre in length using seven or eight of the 
principal points of the compass. 


3. Understand what a map is. Demonstrate how to set a map of your 
local area 


(a) by using a compass and 
(b) by reference to visible natural features 


4, Demonstrate a knowledge of scale and the simpler map symbols. 
On a map covering unfamiliar terrain, describe a hike route of 
approximately 10 kilometres in length selected by the examiner. 


(Note: No knowledge is required of differences between magnetic and 
" true bearings; bearings in degrees as distinct from the 
principal points; or of contours) 
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Better living Achievements - Blue Croup 


Do any TWO of the following tests A, B, C AND D. 


A. 1. Know and be able to explain the harmful consequences 
of chopping down or damaging a live tree. 


2. Submit either actual leaves or carbon impressions of 
leaves from six different trees, giving the names 
commonly used in the neighbourhood. 


3. Make a bird feeding table and erect it so that it is away from the normal 
enemies of birds. 


B. 1. Keep and take care of your own animal (e.g. hen, rabbit, goat, sheep, cow) 
for three months. 


2. Demonstrate milking a cow (or other milkable animal) 
OR 
Cure a hide 


3. Grow and reap two vegetables. 


4, Transplant and grow two seedlings of fruit trees. 


C. 1. Demonstrate the proper way to use FOUR of the following: 
hammer, screwdriver, nails, wire, trowel, pliers, saw, chisel, plane, hand 
drill. 


2. Demonstrate how to change an electric light bulb OR the mantle of a gas 
lamp OR some similar repair. 


3. Demonstrate how to repair a leaking pot OR broken dishes OR broken kitchen 
utensils. 
D. 1. Show that you are saving regularly by depositing money in a money box or 
savings account. 
2. Identify an act of vandalism and discuss the causes of this with your Patrol. 


Together with members of your Patrol clear a public area of litter. 


Heritage 


1. Do TWO of the following: 


a. Sing or lead a group in singing at least two traditional] 
songs on a suitable occasion. 
b. Play a tune on a traditional instrument or home-made 


instrument. 

c. Lead your Patrol in a traditional dance in traditional 
attire. 

d. Learn a legend from an older person and tell it to an 
audience, 


2. On your own, make an article using one of the following methods: 


knitting, netting, weaving, leather working, carving, poker work, bead work, 
wire modelling, basketry, mat-making from natural or recycled materials, sandal 
making, or any other craft approved by your Scoutmaster. 


3. Be able to greet or say goodbye to someone and be able to say at least five 
useful phrases in two languages other than your own. 


4, Learn three sayings or proverbs associated with the history of your country and 
be able to explain their significance. 


5. Prepare and serve a traditional meal. 
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RED GROUP OF ACHIEVEMENTS 


Observation 


i 
. 


Pass, or have passed, the Observation Test 
Achievement from the Blue group. 


2. Explain the characteristics of human footprints, 
with and without boots or shoes. 


3. Know and demonstrate the 7 tracking rules, and 
6 rules to follow when stalking, 


Blindfolded, identify correctly 16 out of a group of 24 articles 
(6 by touch only, 6 by smell only, 6 by taste only, and 6 sounds). 


Be able to identify correctly the following tracks made by a person 
in sand or soft earth : 
walking; walking backwards; limping. 


Recognise and explain the weather associated with the following 
cloud types 


cumulus; cumulo-nimbus; cirrus; nimbo-stratus; 


strato-cumulus; alto-stratus 


Fires and Cooking 


1. Pass, or have passed, the Fires and Cooking Test 
Achievement from the Blue group. 


2. Show that you know how to buy food by doing the 
following : 


(a) Plan a balanced menu for 3 meals - 
breakfast, lunch, and supper. 


(b) Make a food list based on your plan for a 
Patrol of eight Scouts. 
(c) Visit a store and price your food list. 
(d) Work out what the cost for each Scout would be, 


3. In the outdoors over an open fire, prepare from raw, dried, or 
dehydrated food for yourself and three others ; 
(a) A complete breakfast of fruit; hot cooked porridge; 
hot beverage; and an omelette (or pancakes) 


(b) A complete dinner or supper of soup; meat (or fish or 
poultry), potato, and at least one other vegetable; 
dessert; and coffee or tea 


4, After each cooking, roperly dispose of rubbish; clean utensils; 
and leave a safe, clean cooking area. 
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Achievements ~ Red group 


Conservation 


1. Pass, or have passed, the Conservation Achievement 
from the Blue group. 


2. Explain using diagrams what is meant by the terms 
"Balance of Nature" (The Life Cycle) and "Food 
Chains", Explain how man is threatening this 
balance, 
Draw a map of the ecological regions of Southern Africa. Produce 
a list of the type of vegetation, animals, birds, reptiles etc 
associated with each, Give examples of how man's encroachment on 
these regions is endangering the ecological balance. 


Keep a daily weather record every Saturday for at least 8 weeks. 
Explain how the weather affects the natural environment. 


Identify 5 wild indigenous birds in the field; 10 wild 
indigenous animals from pictures; and 2 indigenous trees in 
the field. 


Plan and carry out yourself or with others a conservation project 
covering ONE of the following : 
(a) clean water (b) clean air (c) wildlife (d) erosion 


(e) planting trees(f) cleaning up a roadside, picnic ground, 
vacant plot, stream, dam, or ocean beach. 


Pioneering 


1. Pass, or have passed, the Pioneering Achievement 
from the Blue group. 


2. Demonstrate (a) the lashing used to secure a 
block to a spar 


(b) the figure-of-eight lashing 
(c) the Philipino lashing 


Execute the following splices 


(a) back splice 

(b) eye splice 

(c) short splice 
(d) Docker's splice 


Working on your own, use your knowledge of pioneering to 
construct TWO of the following : 


(a) a camp table or dresser using lashings 
(b) a flagpole at least 5m high using round (sheer) lashings 
(c) a raft to carry two persons, Demonstrate it on water. 


(d) a model bridge (eg trestle or Single Lock or Double Lock 
or monkey) 
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Achievements - Red Group 


Sports and Hobbies 


Pass, or have passed, the Sports and Hobbies 
Achievement from the Blue group. 


2. Complete the following requirements for TWO 
individual and TWO team sports 
(a) Be familiar with the skills and techniques 


in each, 


(b) Know the rules and how to score. 


(c) Know the equipment used and how to care for it. 


(d) Know the safety rules. 


(e) Demonstrate the skills of each of the four. Participate in 


Any recognised individual or team sport may be used. 


Examples: 
TEAM SPORTS INDIVIDUAL SPORTS 
Baseball Skiing Tennis 
Softball Swimming Golf 
Cricket Diving Badminton 
Basketball Ice skating Table tennis 
Soccer Roller skating Squash 
Rugby Fishing Jukskei 
Hockey Archery Horse Riding 
Volleyball Water skiing Judo/karate 


ONE as a regular member of a school or club team 


Cross Country 


Give a 20-minute talk to your Troop on your sport or hobby 
using exhibits. 


Swim THREE of the following 


(a) 100 metres crawl (d) 25 metres butterfly 
(b) 25 metres backstroke (e) 25 metres "life-saving kick" 


(c) 25 metres breaststroke 


Water rescues : 


(a) Demonstrate reaching (c) Describe going with support 
(b) Demonstrate throwing 


Run "Scout's Pace" over a distance of 2 kilometres. 
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Watermanship 


Achievements - Red Group 


1. Pass, or have passed, the Watermanship Achievement 
ee from the Blue group. 
ae 
re 2. Do any ONE of the following tests A, B, C, or D 
A, ROWING (a) Row as a member of a boat crew. 
(b) Demonstrate grip, stroke, and feathering. 
Name the parts of an oar. 
(c) Log 6 hours of rowing as a member of a boat crew. 

B. SAILING (a) Explain the theory of sail, Name the parts 
of a sail. 

(b) Take charge of a crew in a sail boat during gybe, 
tack, coming about, coming alongside, and mooring. 

(c) Know the importance of rigging a boat correctly. 
Explain the basic rules applicable to sailing. 

(d) Log 6 hours of sailing. 

C, CANOE (a) Demonstrate paddling techniques including the 
grip, sweep stroke, draw and support strokes, 
backwater stroke, the J~stroke, and emergency stop. 

(b) Capsize in a kayak and return to the bank. 
Explain the importance of an air seal. 
(c) Know the various types of canoe. 
(d) Log 6 hours of canoeing. 
D, EXPEDITION Participate in an 8-hour expedition as a member of a 


boat crew or Indian canoe crew 


OR 


Participate in an 8-hour expedition in a kayak accompanied 


by 


other canoes. 


Log the journey in each case, 


Airmanship 


<) 


. Pass, or have passed, the Airmanship Achievement 


from the Blue group. 


Demonstrate a knowledge of the principles governing 
the theory of flight. 


. Using groundsheets or other materials, demonstrate 


the Ground-to-Air Emergency Code. 


4, (a) Know the conventional signs in use on an air chart and be able to 
point out the features overflown on an imaginary cross-country route 
of at least 100 kilometres flying at a height of 600 metres (2000 ft). 
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Achievement - Red group 


OR 
Make a hot air bailoon 
OR 


Have had an air experience flight in an aircraft other than 
as a fare-paying passenger. 


6. Know the Morse Code and alphabet and the phonetic alphabet. 


Community Service 


1. Pass, or have passed, the Community Service 
Achievement from the Blue group. 


2. Show that you have an understanding of how to care 
for animals in your home and community. Take 
care of one animal for a month, (not a household pet). 


3. Show a knowledge of how to construct a simple dam to collect water 
from a run-off area. Assist with the construction of a simple dam. 


4. Make a list of the possible fire hazards in your home and 
in the veld. Demonstrate what action you would take in case 
of fire in your home, and in the case of a runaway veld fire. 


5. Show how to care for implements used in the home and in the 
community. 


Physical Fitness 


1. Pass, or have passed, the Physical Fitness 
Achievement from the Blue group. 


2. Play for a full season a summer or winter sport 
of your choice, 


3. Participate in an outdoor cross-country race of 
at least 8 kilometres in length. 


4. Demonstrate physical fitness relative to your age group in 5 exercises 
according to the following charts. Achieve "Good" standard in all 
the tests. 
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Achievements - Red group 


(a) Sit-ups 
Age 10 11 12 13 14 15 16 17 
Excellent 60 67 73 78 99 99 99 99 
Good 47 50 51 54 60 60 63 73 
Satisfactory 30 31 37 40 44 45 50 50 
Poor 22 23 28 30 = 33 35 38 40 
Pull-ups 
Age 10 11 12 13. «14 15 16 17 
Excellent 6 6 7 8 10 10 12 13 
Good 3 4 4 5 6 7 9 10 
Satisfactory 2 2 2 3 4 5 6 7 
Poor 1 1 1 2 2 2 3 4 


: (c) Standing Long Jump (the best of three jumps; distances in metres) 
Age 10 11. 12 13. «14 15 16 17 


Excellent 1,68 1,78 1,88 2,03 2,18 2,34 2,44 2,54 


Good 1,52 1,63 1,73 1,83 2,01 2,13 #$)24 “oRRe 
Satisfactory 1,42 1,52 1,63 1,73 1,85 1,96 2,11 2,18 
Poor 1,32 1,40 1,50 1,57 1,70 1,80 1,93 2,03 


(d) 50 metre Dash (Time in seconds to nearest tenth of a second) 


Age 10 11 12 13. «14 15. 16 17 
Excellent 6.5. Bs: Fb» Fol, J% 6,8 6,7 6,6 
Good 8,9 8,6 8,2 7,9 7,6 mS 67,06 «(6,9 
Satisfactory 9,4 9,1 8,7 8,3 8,0 7,6 754 7 
Poor 9,8 9,5 °9,1 8,7 8,4 8,0 7,6 7, 


600 metre Run (Record time in minutes and seconds) 


> 


ge 10 11 12 13 14 15 16 17 


Excellent 2:28 2:17 2313) 2:11 2:00 1:52 1:49. 1:45 


Good 2244 62:37 2332 2:25 2:17 2:10 (2:0k 2602 
Satisfactory 3;00 2:51 2346 2:39 2:36 2:21 i2:11 ~2:1a 
Poor 3615. 3306 3:01 2:51 2:44 2:33 2:22 2:21 


Sit-ups: One complete sit-up is counted each time you 
return to the starting position lying flat on your back. 


2. Pull-ups: One pull-up is counted each time the chin is 
placed over the bar. 


3. 50 metre Dash: Score is the lapsed time between the starter's 
signal and the instant you cross the finishing line. Time 
to be taken by stop-watch. 
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Achievements - Red group 


NOTES : 4, Standing Long Jump: Three trials allowed. Distance jumped 
is measured from take-off line to heel or any part of the 
body that touches the ground nearest the take-off line. 
Record the best of three triais in metres. 


5% 600 metre Run: Walking is permitted, but object is to cover 
pct EE atccsiahai tera . : . 
the distance in the shortest possible time. Record time with 
a stop-watch in minutes and seconds. 


First Aid 


1. Pass, or have passed, the First Aid Achievement 
from the Blue group. 


2. Know and demonstrate how to treat suspected 
fractures using improvised methods, Show an 
awareness of the dangers of fractures to the 
spine. 


3. Know, explain, and show how to apply -cardio- 
cerebral-pulmonary resuscitation (CCPR). 


4. Know and explain the general principles of dealing with accidents. 
5. Make an improvised stretcher and carry a person on it for 30 metres. 


6, Demonstrate the following methods of transporting patients 


fireman's drag; walking assist; one-man carry; 


four-hand seat; two-man carry. 


Community living 
f. sii : 1. Pass, or have passed, the Community Living 


Achievement from the Blue group. 


2. Describe the essential public services in your 
town/village. Visit a place that provides one of 
these services. Report on your visit. 


3. Find out all you can about an independent country in Southern Africa, 
other than your own, covering such items as how it is governed, its 
population mix, geography and resources, economy, problems etc 
EITHER produce a project book OR give a 10-minute talk on the 
subject to the Troop. 


4. Explain how a person or a family in your neighbourhood can get help 
quickly for these emergencies or problems 


medical fire explosion 
police housing earthquake 
legal flood serious family problem 
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Family living 


Achievements - Red group 


Take part in a service project that will help a volunteer or 
private organisation in your community. Report on what you did. 


Make a collection of magazine or newspaper cuttings describing 
emergencies that have occurred during a period of one month, 


Pass, or have passed, the Family Living 
Achievement from the Blue group. 


2. Show that you can look after yourself, your 
family, and your home by 


(a) Inspecting your home and grounds. List 
any potential dangers or lack of security 
seen, Report on how you corrected one. 


(b) Write out a reasonably balanced diet for the following three 
age groups 
(i) an infant under one year 


(ii) a child between the ages of one year 
and five years, 


(iii) an elderly person 


(c) Look after some children younger than yourself for at least 3 
hours. Use good health and safety practices. 


(d) List some things on which your family spends money. Explain 
how you can help your family in money matters. 


(e) Explain where you can obtain help quickly in the event of 
a serious emergency in your household. 


Veldcraft 


= 1. Pass, or have passed, the Veldcraft Achievement 


from the Blue group. 


2. Take part in two overnight hike camps with 
your Troop, Patrol, or other Scouts. 


3. (a) Make a fire outdoors using flint and steel 
or fire by friction or a magnifying glass. 


(b) Cook a meal over an open fire using only dehydrated food as 
ingredients. 


Take part in an overnight survival camp with other Scouts. Make 
your own bivouac shelter out of groundsheets and sleep in it. 
Cook meals prepared from raw ingredients over an open fire using 
backwoods methods and without the use of utensils. Only minimum 
gear, clothing etc should be used at the camp. 


Achievements — Red group 


Whilst in the veld, bush, or mountains, know : 


(a) how to avoid getting lost 

(b) what to do if lost 

Demonstrate that you have a good knowledge of, and are carrying 
out, good camping and hiking practices and wilderness manners. 


Using 3 different methods, estimate distances, heights and widths 
within a 10% margin of error. 


« Pass, or have passed, the Compass and Mapping 


Compass and Mapping 


Achievement from the Blue group. 


2. Demonstrate a knowledge of the cause and the 
effect of magnetic variation, and apply the 
conversion between Magnetic and True bearings 
without error, Take Bearings. 
Using a compass, follow a compass trail of about one kilometre in length 
after having been given seven or eight True bearings and distances. 


Demonstrate how set a map of your local area 


(a) by using a compass, correcting for magnetic variation. 
and 

(b) by using a watch or the stars. 

Demonstrate a knowledge of contours. 


On a map of scale 1:50,000 covering unfamiliar terrain, select 
an overnight hike camp route of about 30 kilometres between two 
points selected by the examiner. Describe the features of the 
route chosen and justify the choice of route and campsite. 


Improvise a simple plane table, and demonstrate its use by mapping 
a simple area of about one hectare in extent to a scale of 1:500 
or larger. 


Better Living 


DO ANY TWO OF THE FOLLOWING TESTS A, B, C AND D. 
A. 1. Understand the danger of soil erosion and how it is 
caused. 
2. Know the value of trees in fighting soil erosion. 
3. Show how to repair a small 'donga'. 


4. Demonstrate a simple method of purifying water. 
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Heritage 


Achievements - Red Group 


Display a knowledge of using fertilizers (compost, manure and/or chemical 
fertilizers). 


Raise profitably ONE of the following, and deposit your earnings from this 
in your savings account: 


a. a flock of not fewer than three chickens; 
b. three varieties of vegetables in the garden; 
c. one or two farm animals or livestock (cow,goat, etc.) 


Repair a fence or gate using the appropriate tools 

OR 
Construct or repair a simple piece of furniture for your home using the 
appropriate tools. 


Demonstrate how to make 'daka' (daga) and cement blocks or clay bricks. 
With your Patrol, or alone, do a masonry or cement project or repair a 
wall using at least 12 of the items you have made. 


Identify six different examples of vandalism and discuss with members of 
your Patrol methods of combatting these. Select one of these examples 
of vandalism and with other Scouts repair the damage. 


Mount a campaign with your Patrol to make others aware of the problem of 
litter pollution 

OR 
Identify a place where a toilet is needed. Choose a suitable site and 
with your Patrol build a latrine. 


- Conduct, or play a leading role in, a choral or band 
performance, 


2. Choose three of the following that are important to the 
history of your country, learn the most important facts 
about them, and tell what you have learnt to an audience: 


a place, a person, an event, a man-made object. 


Do ONE of the following: 


Find out the most important facts about an independent country in Southern Africa, 


other than your own, covering such items as how it is governed, its population, 
geography and resources, economy, problems, etc., and give a five-minute talk 
on it to your Patrol or Troop. 


OR 


Find out the most important facts about another cultural or religious 
group in Southern Africa, such as its origins and customs, and give 
a five-minute talk on the subject to your Patrol or Troop. 


Do ONE of the following : 


Prepare and serve a traditional meal to which you have invited two Scouts 


froma Troop other than your own and preferably from a different background 


’ 


or two guests who are not Scouts. 


OR 


Select a traditional dish from another culture and prepare and serve it 
to two Scouts. 
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SCOUTCRAFT TESTS 
Scoutcraft Test No.7 


. Demonstrate the safety rules when using a hand-axe and knife. 


2. Explain how to use and care for a knife, an axe, and a bush- 
knife or a cane knife. 


3. Demonstrate how to chop firewood correctly with a hand-axe. 


4, Use a knife and/or hand-axe to whittle a tent peg or other 
useful article. 


5. Undertake a hike or cycle trip of at least three hours duration 
with one or more Scouts and report back on what you did and saw. 


6. Use a simple compass to demonstrate a knowledge of the 16 principal points. 


Scoutcraft Test No, 2 


Show what gear you would take on a weekend standing Scout 
camp and explain how you will use it. Demonstrate the correct 
way to pack a rucksack and how to carry a 


Camp with other Scouts for one night. (This camp is in addition 
to the camp that you may have attended for the Link Badge). 


Lead a team in the correct pitching, striking, and packing of 
a tent. 

OR 
Where a tent is not available, erect an improvised shelter 
made of plastic sheets and then pack it away. 


Complete a hike or cycle trip of 8 hours duration with one or 
more other Scouts. On return, hand in a two-page report of 
the expedition written in the format of the First Class Hike 
Log. (the Veldcraft Achievement Hike test may not be used for 
this test as well) 


(a) Know and tell how a single Good Turn by a Scout led to 
the founding of Scouting in the United States. 

(b) Give specific examples to show how the Good Turn is part 
of your way of life. 


Scoutcratt Test No.3 


1. Know what factors to consider when selecting a campsite. Take 
a leading part in the layout of a campsite and the layout and 
construction of a camp kitchen. 


2. Have camped twelve (12) nights as a Scout, at least two of which 
must have been at Patrol Camps with the Patrol Leader in charge. 


3. Using raw ingredients, cook over an open fire or charcoal burner, 
a meal for your Patrol consisting of stew (meat, vegetable and 
potato) and ONE of the following: damper, twist, biscuits, 
bread, cake, scones, or tart. Properly dispose of rubbish; 
clean utensils, and leave a safe, clean cooking area. 


4. Demonstrate the correct use of a felling axe and a bushsaw OR 
demonstrate the correct use of a sickle. 


wm 


Plan and carry out an overnight hike camp of at least 25 kilo- 
metres on foot with one or two other Scouts. The First Class 
Hike must be passed to the satisfaction of the District 
Commissioner (or his duly appointed nominee). The Hike test 
must be taken last (with the exception of the Personal Growth 
Agreement Conference) after all the other test requirements 

for the First Class Scout Badge have been successfully completed. 
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Scoutcraft Tests 


NOTES 


Lis 


The First Class Hike should cover at least 25 kilometres on a 
circular route through country unknown to the Scouts, where a 
knowledge of map reading and compass can be tested. 


The scope of the Hike and objectives planned by the Scout must 

be such that he shows First Class scoutcraft and an ability to 
carry out, successfully, the knowledge he has gained in preparing 
for the Badge, and in the earlier tests. 


Before setting out, each Scout must submit his plans for the 
Hike route, menu, food quantities, and list of personal kit and 
other gear, to the examiner who must conduct an inspection to 
ensure that the planning is sound, and that the quantities are 
adequate but not excessive, and are correctly packed. 


Although it is preferable that the Scout plan his own route, 
where access to suitable hiking areas precludes this, the examiner 
may set the route in discussion with the Scout. 


Each candidate must be judged as an individual carrying out his 

own planning, and completing his own objectives. In the interests 
of safe hiking, he should be accompanied by two Scouts, who have 
not yet passed the First Class Hike Test... ~~ ~~ 


At the discretion of the Area Commissioner, the number of Scouts 
hiking together may be increased by not more than three multiples 
of three. In this event each triad must follow an independent 
route, planned by the individual undergoing the test. The three 
groups should at no time be completely dispersed, and should meet 
at nightfall in order to camp together. 


During the Hike, and at the night stop, each Scout must cook his 
own meals, at least one of which must include a hot dish made 
from raw ingredients, A damper or twist must be cooked at some 
stage. 


Within 14 days of the completion of the Hike, each Scout must hand 
in his rough log, together with a completed log of the Hike. The 
completed log must include details of the route followed together 
with sketch maps of difficult, interesting, or important points; 
and reports on things noticed en route. 


The log must be illustrated by photographs and/or sketches, and/or 
mounted specimens etc. The lists (menus, food quantities, kit etc) 
submitted at the initial inspection must be included, together with 
comments on the adequacy or otherwise of the items taken and of the 
planning. 


In the case of Sea Scouts, a portion of the Hike may be done by 
water provided at least 10 kilometres are done on foot. 


Scoutcraft Test No, ¢ 


1. 


Visit a town or village leader, or official, or community leader. 
Learn from him the duties of his job or office. Tell your Patrol 
what you learned. 


Learn something about a past or present famous person in your 
country. Explain to your Patrol why you think he/she was a 
good citizen. 
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Scoutcraft Tests 


3. List 10 places, sayings, events, or man-made objects that have some 
relationship to the history of your country. Explain their meaning to 
your Patrol. 

OR 
During the year prior to completing the Discoverer Scout Badge participate 
in an activity attended by at least one other Troop. During the activity, 
discuss with a Scout from another Troop and preferably from a different 
cultural background the activities of your respective Troops. Report on 
this conversation to your Patrol. 


4, Alone, or with other Scouts, play an active part in rendering some form of 
service to others. This service project should take a minimum of 6 hours. 


THE PERSONAL GROWTH AGREEMENT CONFERENCE 


This aspect of the Scout Training Programme adds a new dimension to the job of 
Scoutmaster. For a fuller treatment of the subject - how to handle the Conference 
etc - refer to the booklet "The Personal Growth Agreement Conference", published 
by South African Headquarters. 


The purpose of the Personal Growth Agreement Conference is to involve a boy in 

his own growth process by providing the Opportunity for him to participate in a 
self-evaluation conference, at which he makes a personal growth agreement with 

his Scoutmaster. 


Four areas of personal growth, among other topics, are used in the process: 


© getting along with other people 
e becoming more self-reliant 


@ developing Personal Fitness (spiritual, mental, 
and physical) 


e acquiring personal values 


In addition, the Scout establishes his goals and plan for achieving the next 
Advancement Badge and charting his intended path towards the Springbok Scout 
Badge. 


This approach is completely in keeping with the needs of the modern boy. The 
desire for young people to talk to interested and sympathetic adults about their 
problems, their future, and the world around them, is quite evident. This is one 
way in which Scouting can create the opportunity for counselling at regular 
intervals where it can happen in an orderly, but simple fashion. Done properly, 
it is a powerful tool for helping to accomplish the Aims of the Movement - to 
develop character, to train in citizenship, and to develop Personal Fitness, in 
our boys. 


The important thing to keep in mind is that the Scout has two opportunities 
presented to him. Firstly, he faces himself and his future, and secondly, he 
makes a personal growth agreement to which he commits himself. You, the 
Scoutmaster, counsel with the boy, making sure that this happens. 


A Scout's set of values and attitudes has always been an important concern of 
Scoutmasters. The use of the Promise and the Law as a guide is traditional 
and inherent in all our programmes. The Personal Growth Agreement Conference 
increases the opportunity to make the ideals of Scouting more effective as a 
guide to encouraging the individual Scout to accept responsibility for his 
personal development. 
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SCOUT 


PROFICIENCY BADGES 
Air Tratlic Controller | sxx cx: 


1. Know the proper conduct to adopt, and the ordinary 
safety precautions to follow, when on an airfield 
and when near an aircraft. 


i 


Know how to be of practical help to a pilot by 
indicating wind direction by day and by night 
and by keeping the landing strip clear. 


3. Know and be able to demonstrate aircraft marshall- 
ing signals by day and by night. 


4. Know and be able to demonstrate the use of an Aldis Lamp or Flares to 
convey a message to an aircraft on the ground or in the air. 


5. Assist the pilot in picketing a light aircraft using chocks and know 
how to improvise them. 


6. Know and explain the use of equipment used by minor airfield control towers. 
7. Know the phonetic alphabet and understand the use of morse code. 
8. Visit an airport and find out the functions of 

(a) Air Traffic Controller (ATC). 

(b) The Tower, Approach, and Information at major airfields. 


(c) The Fire Brigade. 
9. Know the procedures to follow for aircraft approaching and departing from 
both controlled and uncontrolled airfields. 


air Traffic Controller  - vase ceavz 


1. Have passed the Standard Grade Air Traffic 
Controller Badge, and be prepared to demonstrate 
any of those requirements. 


2. Identify three local beacons by their morse signals 
and radio frequency. Be able to identify the morse 
code alphabet as selected by the examiner with 
reference to your own notes. 


3. Demonstrate, with the examiner acting as the pilot, an air traffic controlled 
circuit pattern from start-up to shut-down. 


4, Draw a runway and its circuit patterns, indicating : 
(a) climb-out; cross wind; down wind; base leg; final leg. 
(b) runway markings by night and by day. 


(c) likely windsock position and landing direction relative 
to wind direction. 


(d) taxi-ways; over-shoot; under-shoot areas. 


5. Explain the importance of aircraft adhering to flight levels, and how these 
are calculated and obtained. 


6. Know the aircraft priority order for landing at an airfield, and the rules 
governing right-of-way. 
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Scout Proficiency Badges 


Air Glider — - scx crm 


1. Explain the methods of launching a glider, the 
recovery procedure afterwards and how to park 
a glider, 


2. Show a knowledge of the different types of gliders. 


3. List the instruments a glider carries and explain 
their purpose, 


4. Demonstrate a knowledge of the structure and controls 
of a glider. 


5, Recognise and name six different types of cloud formations and 
explain the type of flying conditions to be expected in each 
basic type. 


6. Construct a model glider which must - 


(a) when hand-launched fly for 15 seconds 


or (b) when rubber-powered fly for 30 seconds 


Ale Glider  - vssrex casos 


1. Have passed the Standard Grade Air Glider Badge and 
be prepared to demonstrate any of those requirements. 


Explain what produces good soaring conditions. 
Act as a member of a launching and recovery crew. 


Know the emergency procedures for a glider in flight. 


On F WwW 


Do two circuits in a glider with an instructor and 
submit a detailed report on each flight. 


6. Know the conventional symbols used on aeronautical charts and be 
able to point out the features overflown on an imaginary cross-country 
flight of at least 50 nautical miles flying at a height of 600 metres 
(2000 feet). 


Afr Mechanle - swwx» ca 


1. Understand the basic principles of an aircraft 
piston engine and know the names and functions of 
the principal parts. 


2. Demonstrate pre-flight check and a knowledge of 
aircraft documents, 


3. Know the principal parts of an aircraft, the control 
surfaces, and explain how they function. 


4, Have a clear idea of the principles of flight and of airframe 
construction. 
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Scout Proficiency Badges 


Alr Mechanic. snags 


1. Have passed the Standard Grade Air Mechanic Badge and be 
prepared to demonstrate any of those requirements. 


2. Explain the basic principles of an aircraft jet engine and 
know the names and functions of the principal parts. 


3. Build a non-flying model aircraft with working control 
surfaces operated by a control colum. Demonstrate its use. 


4. Have a general knowledge of elementary hydraulics and electricity as applied 
to aircraft. 


Ds Show a knowledge of 


(a) Airscrews (and their types) 
(b) Aircraft brakes (including air brakes). 


air Meteorologist ~ STANDARD GRADE 


1. Know the basic structure of the atmosphere by explaining: 
(a) the composition of the atmosphere 
(b) the layers of the atmosphere 

and(c) defining the ICAN standard atmosphere 


2. Know what is meant by: 
(a) pressure 
(b) QNH: QFE: QNE: OQFF 
(c) Stability and temperature distribution 
(d) Temperature gradients 


3. Explain Buys Ballots law. 
4. Explain how cloud is formed and: 


(a) Recognise and name six different cloud types and explain their 
significance. 

(b) Know the types of cloud considered hazardous to aviation. 

(c) Explain the physics of ice formation. 


5. Know the different ways in which fog is formed and explain day and night 
visibility. 
6. Know and understand the purpose of the following instruments: 


(a) wet and dry-bulb thermometers 

(b) Barometer. Show that air has weight and pressure. 

(c) Anemometer. Show that wind has force and pressure. 
(d) Windvane. Build a simple model of a windvane. 

(e) Rain gauge. Build a simple model of a rain gauge. 


Ts Interpret a weather map, with particular reference to the high and low 
pressure areas; and cold and warm fronts. 


ai F Meteorologist - MASTER GRADE 


Have passed the Air Meteorologist Standard Grade Badge 
and be prepared to demonstrate any of those requirements. 


LI 
SRS 


f 2. Describe the measurement of inland and coastal station 
\ pressures and 


(a) Name the properties of ISOBARS. 
N (b) Describe the types of pressure distribution. 
(c) Explain the variation in air pressure due to altitude, 
and point out some resulting problems for engines; 
for flight path hazards; and for the pilot himself. 
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Scout Proficiency Badges 


3. Describe the composition of water vapour, and explain: 


saturation; condensation; sublimation; evaporation; relative humidity; 
dew point; and vapour pressure. 


4. Understand the terms used to describe wind and the measurement of wind. 


(a) define pressure gradient force and geostrophic wind. 
(b) understand diurnal variation of the surface wind. 
(c) understand berg winds; sea breezes; land breezes; and indicate 
six or more ways how a pilot, about to land, can identify wind direction. 
(d) explain the advantages and disadvantages of taking-off and landing into 
the wind. 
(e) explain the aerodynamics of stalling. 


5. (a) Explain the conditions necessary for the formation of thunderstorms; 
and know the flight dangers and procedures to be followed when 
thunderstorms are present. 


(b) Make a simple forecast from a weather map with special reference to 
winds, temperature, and barometric pressures. 


6. (a) Understand the main forms of airframe icing and engine icing, and know 
the types of ice accretion in cloud: rime, clear ice, pack snow, and 
freezing rain. 


(b) Explain the effects of ice accretion on the performance of an aircraft. 
7. Report, either in writing or verbally, on a visit to a meteorological station 
covering the following: 


(a) instruments and their uses. 
(b) charts used. 
(c) instructions issued to pilots. 


Air Navigator - STANDARD GRADE 


1. Understand what is meant by latitude and longitude and 
explain the meaning of: great circle; small circle; 
meridians and rhumb-line. 


2. Explain what is meant by magnetic dip, variation,and 


Q i deviation. 
CS rS E ; F : 
A s 3. Know the difference between and derivation of magnetic 
g 


heading and track. 


4. Demonstrate a knowledge of the conventional symbols 
used on an aeronautical chart and how to do simple 
flight calculations. 


5. Show a knowledge of the instruments used by a navigator and compute problems 
(by any means) of time, distance, speed, fuel, fuel per hour. 


6. Explain the Semi-circle Rule and the importance of keeping to correct flight 
levels. 


7. Be able to point out the features overflown on an imaginary triangular cross- 
country flight of at least 150 nautical miles flying at a height of 3000 
feet above ground level. 


8. Explain what is meant by: 
(a) altitude; height; transition level; transition altitude; flight level. 
(b) QNH: QFE: QNE. 
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Afr Navigator - wstr crave 


1. Have passed the Standard Grade Air Navigator Badge 
and be prepared to demonstrate any of those requirements. 


2. Measure the distance and true reading between two points 
on an aeronautical chart and calculate drift, given 
the wind strength and direction in scale drawing, with- 
out the use of a computer. 


3. Illustrate by means of a simple diagram how a fix can 
be obtained from two position lines. Describe briefly 
two ways in which bearings can be obtained in an air- 
craft, thus enabling position lines to be drawn on a 
chart. Obtain a fix by transferring one of the two 
position lines. 


4. Demonstrate a basic knowledge of aeronautical maps and charts with emphasis 
on Lamberts Conformal and Mercator charts. Show a general knowledge of time: 
G.M.T.; and sunrise and sunset. 


5. Demonstrate how to complete the Standard A.T.C. Flight Plan form. 


6. Plot the magnetic heading required to make good the track between two places 
on an aeronautical chart given an airspeed and a forecast wind velocity. 
Given a time of departure, work out the estimated time of arrival (ETA). 
From a time fix indicated on the chart during an imaginary flight, work out 
the track made good, actual wind velocity, new track required, magnetic 
heading to steer, and revised ETA. This test is to be done using a computer. 


7. Explain overdue action. 
8. Show a basic knowledge of radio navigation: radio aid equipment available; 


VOR; ADF; TACAN; basic operation of ground stations. 


References: 'Ground Study for Pilots' 
Volume 1;S.E.T. Taylor and H.A. Parmar (Grenada Publishing) 
Grand Central Aviation College: aviation plotting notes - 
navigation. 


Air Spotter — - sv. cam 
ts 


Make up a scrapbook containing at least 100 pictures 
of aircraft collected by yourself. 


2. Identify 75% of the aircraft in your scrapbook by the 


CAL picture alone. 
— 3. Demonstrate a knowledge of the National markings, both 


civil and military, of the aircraft of your country and 
five foreign countries. 


N.B. The standard reference book shall be the ‘Observer 
Book of Aircraft' - current editions. 


4. Keep a simple weather diary for 3 months, noting types of cloud formation on 
each day. 


5. Photograph three types of cloud formation and discuss their significance to 
pilots. 


6. Sketch the markings of five major airlines flying to and from Southern Africa. 


7. Log 10 different types of aircraft you have seen in Southern Africa and name 
the types, the date, and where observed. 
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1. Have passed the Standard Grade Air Spotter Badge, and 
be prepared to demonstrate any of these requirements. 


2. Make up a scrapbook containing at least 150 pictures 
of aircraft collected by yourself. The scrapbook used 
for the Standard Grade Badge may be added to. 


3. Recognise 90% of the aircraft in your scrapbook from 
silhouettes shown to you for 10 seconds, 25% of the 
silhouettes to be head-on. 


Know the National markings, both civil and military, of ten foreign countries 
of your own choice (other than those identified for the Standard Crade Badge). 


Sketch the markings of 10 airlines of your own choice (other than those sketched 
for the Standard Grade Badge). 


Give the correct names of any 20 airports with the names of their towns or 
cities. Five of these airports must be in Southern Africa. (The choice to be 
yours). 


Make a collection of synoptic weather charts from newspapers for a month and 
record the daily comparison between the forecast and actual weather experienced. 


N.B. The Standard reference book shall be the 'Observer Book of Aircraft' - 
current edition. 


Archaeologist - si. cw 
1. 


Have a knowledge of the relevant clauses of the National 
Monuments Act and its practical implications for the 
protection of archaeological sites. 


2. Have a knowledge of the appearance of the following: 
A Stone Age site and artefact; an Iron Age site and 
artefact; a rock painting; a rock engraving. 


3. (a) As an exercise, record an archaeological site according 
to the Site Recording Manual of the Archaeological 
Data Recording Centre, South African Museum, Cape 
Town. 


OR 


(b) Participate in a project to protect an archaeological 
site. 


Participate for at least two consecutive or separate days in an excavation or 
rock art recording activity under professional supervision. 


Archaeologist - vwsvx cus 


1. Have passed the Standard Grade Archaeologist Badge and be 
prepared to demonstrate any of those requirements. 


2. Have a knowledge of what is meant by the Stone Age and the 
Iron Age in Southern Africa, including a simple chronology 
and knowledge of two key sites for each Age. 


3. Submit one site recording to the Archaeological Data 
Recording Centre. 


(a) Map one Stone Age, Iron Age or Rock Art site. 
OR 


(b) Make a plan drawing of one Stone Age or Iron Age site. 
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5. Participate for at least five days in an excavation and/or one rock art 
recording activity under professional supervision (in addition to those 
already completed for the Standard Grade Badge). Participation should 
include at least THREE of the following activities: 


(a) setting out of an excavation 

(b) excavating 

(c) field preservation of finds 

(d) sorting and labelling 

(e) drawing of artefacts 

(£) tracing of rock paintings 

(g) rubbing of rock engravings 

(h) photographing for record purposes 
(i) drawing or mapping (under 4 a ) 


Archery ~ STANDARD GRADE 


1. Give a brief summary of the history of archery 
Describe the safety rules for archery. 


Name the various parts of the bow and of the arrow. 


FF W ND 


Recognise and explain the use of the various types 
of equipment used: 


quiver, arm guard, dress shield, powder pouch, finger 
tab, stabilizers, compensators, sights. 


5. Describe and give the sizes of the standard targets, including colours and 
scoring values. 


6. Participate in a Fita or Springbok round to black/blue colour standard. 


Archery - MASTER GRADE 


1. Have passed the Standard Grade Archery Badge and be 
prepared to demonstrate any of those requirements. 


2. Describe the rules, requirements, distances etc of 
at least four types of rounds. 


3. Own or care for an Archer's equipment satisfactorily 
for six months. 


4, Fletch a set of arrows and demonstrate how to replace points. 
9. Make the following equipment: Bowstring, Finger Tab, Bow Sling. 


6. Participate in an archery competition at least at Club level against other 
archers, attaining a standard of at least blue/red. 
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Arecst — — sraoa cram 


1. Know the life history of one of the world's 
great artists (painter, sculptor etc). 


2. Submit original works by yourself in at least 
two media (eg oils, water colour, pastel, 
gouache etc). 


3. Discuss (giving reasons) your preference of 
media with the examiner. 


1. Have passed the Standard Grade Artist Badge 
and be prepared to demonstrate any of those 
requirements, 


2. Be able to recognise the style of painting and 
know the life history of one painter from each 
of the following periods 


(a) up to the 17th Century 
(b) 17th to the 19th Century 
(c) 20th Century 
3. Paint from life (a) a landscape OR seascape OR portrait OR animal study 
and (b) a still life. 


4, With the examiner discuss composition and the use of either tone or 
colour to create depth in a painting. 


Astronomer - sxx. GRADE 


- Demonstrate with diagrams, drawings, or models, 


a good knowledge of the nature of the stars and 
planets and their apparent movements. 
2. Point out and name : 
| (a) Orion 
(b) Southern Cross and Pointers 


(c) Scorpio 
(d) Canopus and Sirius 


and any plarets visible to the eye at the time of 
the test. 


Le) 
: 


Find direction by night using the stars when the Southern Cross is 
obscured, 


SS 


Have a general knowledge of the nature, relative positions, and sizes 


of the sun, earth, moon, and planets; their movements, and the cause 
of eclipses. 
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Astronomer - vsstex crave 


1. Have passed the Standard Grade Astronomer 
Badge and be prepared to demonstrate any of 
those requirements. 


Know the chief stars and constellations visible 
from your latitude and explain how to express 
technically the position of any particular star 
at any given time. 


Wl 


3. Demonstrate how the stars are used to determine the time. 


4, Show a knowledge of the following 


(a) 
(b) 
(q) 
(d) 


The Galactic system 
Star clusters 
Nebulae 


The variety in size, density, temperature etc of the individual 
stars. 


5. Make a simple astronomical model to illustrate some feature of 
the solar system. 


6. Discuss the instruments used, and the work carried on, in an 


observatory. List the principal observatories of the world, their 
situations and natural advantages, und some details of their 
telescopes. 


Athlete | saxo cave 


1. Demonstrate the correct method of sitting, 
standing, walking, running, and of starting 
a race, 


2. Gain the indicated points in FIVE of the 
following tests according to your age : 


Age next birthday : 12 years - 32 points 
13 years - 38 points 
14 years - 44 points 
or over 


The tests may be taken over two or more days. 
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eee 


Standard 6 pts First Class 8 pts Special 10 pts 


Gy 100 metres sprint 17.0 seconds 16.5 seconds 15.5 seconds 
(ii) 800 metres 2 min 40 sec 2 min 38 sec 2 min 30 sec 
(iii) 1500 metres 6 min 55 sec 6 min 25 sec 5 min 55 sec 
(iv) Running High Jump 1,08 metres 1.15 metres 1.32 metres 

(v) Running Long Jump 3,50 metres 3,80 metres 4,20 metres 
(vi) Cross Country run (3 kilometres). Standard points only. No time set. 


Candidate not to stop running. 


NB. The Cross Country must take place over open country and not along 
Screets. 


Athlete - MASTER GRADE 


1, Have passed the Standard Grade Athlete Badge 
and be prepared to demonstrate any of those 
requirements, 


2. Demonstrate that you know and put into practice, 
the proper methods of training for Athletics. 


3. Gain the indicated points in FIVE of the following 
groups of tests according to your age. 


Age next birthday : 15 years (or under) - 32 points 
16 years - 38 points 
17 years - 44 points 


Tests may be taken over two or more days, 


A candidate may not undertake more than one test from a group. 


tt 


Standard 6 pts First Class 8 pts Special 10 pts 


eee 


Group 1 
100 metre sprint 13.5 seconds 13 seconds 12.5 seconds 
Group 2 
200 metre sprint 30 seconds 28 seconds 26 seconds 
Group 3 
800 metres 2 min 30 sec 2 min 28 sec 2 min 15 sec 
1500 metres 5 min 25 sec 5 min 4 min 50 sec 
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i 


etd Standard 6 pts First Class 8 pts Special 10 pts 
930s se So to ME ee SN ta 
Group 4 

Running High Jump 1.35 metres 1.45 metres 1,55 metres 
Running Long Jump 4.5 metres 4.75 metres 5 metres 
Group 5 

Shot putt (5,4 kg) 8 metres 9 metres 10 metres 
Discus (under 17 size) 28 metres 30 metres 32 metres 
Javelin (700 gm) 35 metres 38 metres 45 metres 
Group 6 

100m Hurdles (91cm) 18 seconds 17 seconds 16 seconds 
Group 7 

Road Walk (5km) 42 min 40 min 38 min 


Backwoodsiman - szxcx ca 


1. Build an emergency windproof shelter for two 
people using groundsheets (overhanging rock 
and cliffs excluded) and sleep in it alone 
or with another Scout for at least one night. 


2. With raw ingredients (not dehydrated), cook 
over an open fire a meal of meat, potatoes, 
and one vegetable using backwoods methods 
(utensils and aluminium foil excluded). Cook 
a twist or damper. 


3. Construct a look-out in a tree to give a good view. 


4. Recognise and identify 4 poisonous snakes in your area and 
know the precautions to take to avoid being bitten by snakes. 


5. Recognise not less than three (3) indigenous edible fruits and plants, 
and know the dangers of eating poisonous fruits and plants. 


6. Demonstrate three (3) methods of finding true North without the aid 
of a compass. 


7. Build a "still" to collect water by condensation which can be made in 
case of emergency whilst hiking in waterless country. Measure the 
water collected. 


8. Demonstrate any method of rendering muddy water fit for human 
consumption. 


9. Know what precautions to take to avoid contracting Bilharzia, Typhoid, 
Malaria, and Tick Bite Fever, and know the basic symptons of each. 
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- MASTER GRADE 


Have passed the Standard Grade Backwoodsman Badge 
and be prepared to demonstrate any of those 
requirements. 


Whilst camping out continuously for 30 hours, select 
a safe campsite and construct a weatherproof shelter 
for two people, using groundsheets, at least three 
metres from the ground. Sleep in this shelter for 
one night. 


3. During this 30-hour period, cook all your meals from raw ingredients over 
an open fire without using utensils or aluminium foil. For one meal, 
clean and cook a chicken or other bird, or clean and cook a fresh fish, 
or clean and cook a small animal. Prepare a hot drink for at least one 
meal using an improvised billy made out of aluminium foil. 


4, Make a survival kit, with dehydrated food only, and subsist on this kit 
exclusively for a period of 24 hours. 


5. Prove your skill by finding your way alone across unknown country without 
using roads or a map, and without making enquiries, to a point invisible 
from the start : 


(a) By compass during the day, a distance of not less than three kilometres. 
(b) Without a compass and by night, using the stars, a distance of not less 
than two kilometres. 


6. Know what action to take when faced with the following emergencies in the 
open : 


storm; mist; combination of wet, wind and cold; crossing flooded/ 
river/stream; veld fire. 


7. Put on a "backwoods cooking" demonstration for your Troop or Patrol. 


8. Construct three different snares or traps to catch animals/birds/fish. 
Know the importance of only using snares or traps in a personal survival 
situation, and also know the importance of destroying snares and traps 
after use or when discovered in the veld/bush. 


Birdwatcher - swan cre 


1. Demonstrate your knowledge of the main descriptive 
terms for the parts of a hird's anatomy by pointing 
out on a diagram : 


(a) The bill, legs, cere, shoulder, tail, 
vent, chest, back, and iris. 


(b) Five of the following 


lores, culmen, upper mandible, lower mandible, front crown, nape, mantle, 
rump, flank, abdomen, breast, throat, chin, primaries, secondaries, 
axillaries, tarsus, ear coverts, cheek, and gape. 


2. Describe five types of habitat used by birds. 


3. (a) Recognise and name five different birds drawn from at least three 
different habitats and describe their main field characteristics. 
This should preferably be done in the field, but if this is not 
possible use may be made of good colour transparencies, good 
colour photographs, good drawings in colour, or museum specimens). 
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3. (b) In each case state their main choice of food and their size 
relative to a known common species such as a sparrow or 
guineafowl. 


4, Demonstrate a knowledge of eight birds that live within 10 km of 
where you live. These birds must be different from the five 
referred to in (3) above. 


5. Know what to look for in the choice of binoculars for bird 
watching (suitable power etc). Show how to make a quick test for 
acceptable chromatic and spherical aberrations. 


Birdwatcher - MASTER GRADE 


Ns b 1. Have passed the Standard Grade Birdwatcher Badge 
Ny and be prepared to demonstrate any of those 


No Ng requirements, 

Qi Na 2. On a diagram of a bird, point out 10 parts of the 

N DS\ My bird's anatomy as set out in 1(b) of the requirements 
X Up for the Standard Grade Badge. 


we 4 


| es here 3. Describe eight types of habitat. 


4, Select FIVE of the following categories and name 3 birds from each. 
Point out the main field characteristics. 
(a) Ground feeders 
(b) Arboreal feeders 
(c) Acquatic feeders 
(d) Aerial feeders 
(e) Waterside feeders 
(£) Large raptors (greater than 450 mm in length) 
(g) Small raptors (less than 450 mm in length) 
(h) Heron family 


5. From slides, photographs, or drawings shown by the examiner, identify 
10 out of 20 birds which can reasonably be expected to live within 
50 km of your home. 


6. Name and briefly describe 
‘(a) Five migratory birds drawn from at least three different 
families. 


(b) Five birds from the duck family, or five birds that 
inhabit the desert regions. 


(c) Three brood parasites. 
(d) Two territorial birds. 


(e) Two birds that look alike, but which are from different 
families; or two birds from the same family that have 


vastly different feeding habits, 
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7, Explain the term "breeding plumage" and give three examples. 


8, Show that you have either 


OR 


OR 


(a) 


(b) 


(c) 


Kept a log of bird sightings over a period of two 
weather seasons, 


Kept a log of bird sightings on one or more 
expeditions organised for the specific purpose, 
totalling more than five days. Describe the 
habitats of at least 10 of the birds. 


Produce a set of colour slides, colour, or black- 
and-white photographs, of birds taken on one or 

more bird-watching expeditions totalling more than five 
days. Be able to identify at least 10 of the species 
in the photographs and describe their habitats. 


These photographs need not necessarily have been taken 
by you yourself, but must have been taken by one or 
more members of the party who took part in the 
expedition/expeditions. 


Boatman - sxx cre 


3. 


4, 


\ 


(c) 
(d) 
(e) 


1. Have passed the Standard Grade Swimmer Badge. 


2, Manage a dinghy, or similar craft, single- 
handed and perform the following 


(a) Row in a given direction, turn the craft 
as directed, and row back. 


(b) Scull with one oar over the bow, and 
over the stern. 


Anchoring 


Bring alongside and make fast. 


Pick up a conscious man in the water. 


Pull an oar as a member of a boat's crew in response to commands. 
Be able to row as bowman and stroke. 


Demonstrate how to load a boat with stores and/or personnel, and 
how to trim the boat correctly. 


Cast a 12-metre line from a boat. 


6. Know the safety rules applicable to boating. 


7. 


Demonstrate the following knots in use 


(a) 
(b) 
(c) 
(d) 
(e) 


Round Turn and two Half Hitches 


Anchor Bend (Fisherman's Bend) 


Bowline 


Rolling Hitch 


Timber Hitch 


537 


Scout Proficiency Badges 


8. Name all the parts of a pulling boat and describe the methods of 
construction. 


9, As a member of the crew, take part in an expedition by pulling boat 
of eight hours. duration, Keep a log of your trip describing the 
activites carried out. 


10. Describe the elementary rules of the road on water for both power 
and sail, and any local rules for small craft. 


Boatman - MASTER GRADE 


1, Have passed the Standard Grade Boatman Badge 
and be prepared to demonstrate any of those 
requirements, 


Have passed the Standard Grade Rescuer Badge. 


3. Have logged 20 hours under oars under varying 
conditions, (Log to be certified by your 
Scoutmaster ) 


4. Identify not less than four types of pulling boats. Name the parts 
of a boat and point them out on an actual boat. 


5 Take charge of a boat crew and demonstrate the following by giving 
correct orders 


(a) Bring the boat alongside a vessel or landing stage. 
(b) Anchor correctly. 
(c) Make fast to a buoy, 
(d) Maintain boat discipline. 
(e) Travel in any direction as indicated by the examiner. 
(f£) Pick up an unconscious man in the water. 

6, List the gear that should be carried in a pulling boat. 


7. Draw sketches of three types of anchors, label the parts, and 
discuss the advantages of each, 


8. As Coxswain of a pulling boat, take charge of a boat crew for an 
expedition of eight hours during which some activity agreed by the 
examiner must be performed, The gear required for the expedition 
must be carried in the boat. Keep a log covering all aspects of the 
expedition, including a report on the crew, 
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Boardsailing — STANDARD GRADE 


1. Have passed the Watermanship Achievement from 
the BLUE group, and be able to explain and 
demonstrate all those requirements. 


‘ OR 
(a) Swim 100 metres in a floatation jacket 


(b) Explain why it is important to remain with 
a capsized boat or sailboard andwhy one 
should not go sailing alone. 


(c) Know the basic internationalrules of the road for avoiding collision 
in confined waters. 


(d) Show what to do in the case of a person who has stopped breathing. 
Know the principles of mouth-to-mouth resuscitation. 


2. Demonstrate and explain the use of the following knots in boardsailing 


Rolling Hitch; Bowline; and the Figure-of-eight Knot 
Be able to identify all parts of a sailboard and its rigging. 


4. Rig a sailboard and sail a course of at least 300 metres, at least one beat, 
one run, and one reach, on both port and starboard tacks. 


5. Know how to obtain suitable weather forecasts and understand how to use them. 


6. Know the international signal for help and know when and when not to use it. 


Boardsailing - MASTER GRADE 


1. Have passed the Boardsailing Standard Grade 
0 Badge and be prepared to demonstrate any 
of those requirements. 


ip 2, Have a basic understanding of the theory of 
Ww sailing, with particular reference to the 
Nis centre of effort and the centre of lateral 
resistance and explain their significance to 
boardsailing. 


3 


3. Demonstrate and explain rigging modifications for varying weather conditions. 


4. Know the I.Y.R.U. rules and appendices, with S.A.Y.R.A. prescriptions, 
applicable to sailing and right-of-way for yachts and sailboards. 


5. Sailing with an average wind strength of Force 3 on the Beaufort Wind Scale 
or more, complete a figure-of-eight course twice, sailing continuously. The 
radius of the circles to be less than 10 metres. 


6. Perform the following manoeuvres on both port and starboard tacks 
Step tack; Jump tack; Swing gybe; and Stop (or Turn) gybe 


7. Show proficiency in being able to sail on all points in winds of an average 
strength of not less than Force 3. 


8. De-rig on the water and demonstrate the ability to return to the shore or any 
other point at least 100 metres away by each of the following methods 
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(a) Hand paddling (b) Using the master 

(c) Using the dagger board (d) Towing 
Demonstrate how a sailboard can be used for rescue by sailing a distance 
of at least 100 metres with another person on the sailboard. 
Log at least 10 hours of boardsailing in the proximity of other sailboards 
and/or boats in varying conditions over a period of at least three months. 
This log must be certified by an appropriate Scouter or other responsible 
person. 

OR 

Compete fully in three series of sailboard races held under S.A.Y.R.A. 


rules. The log of these races must be certified by the Bridge Captain 
or other race or regatta official. 
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Boatswain - sw. cum 


1. Use a needle and palm to sew a flat and a 
round seam, 


2. Repair a small leak in a pulling boat by means 


of a tingle OR patch a kayak OR repair a small 
{h hole in a fibre-glass hull. 


3. Make the following splices, bends and hitches 


(a) Back splice, eye splice, short splice, long splice, and chain splice. 
(b) Marline Spike Hitch. 

(c) Midshipman's Hitch 

(d) Blackwell Hitch 

(e) Carrick Bend 

(£) Catspaw. 

(g) Mouse a hook. 

(h) Single Wall and Crown. 

(i) Matthew Walker. 


4, Make a Sailmaker's whipping, and make off correctly the ends of a nylon 
or plastic rope using heat, 


Make a fender suitable for a pulling boat. 


5. 
6. Take part in painting and varnishing a boat. 
7. Know the contents of a Boat Bag. 

8, 


Make the following pipes on a Bosun's call 


(a) Dinner 

(b) Away Ship's boat 
(c) The Still 

(d) Carry on 

(e) Lash up and stow 
(f) Pipe down 

(g) Pipe the side 


Boatswain - MASTER GRADE 


1. Have passed the Standard Grade Boatswain Badge 
and be prepared to demonstrate any of those 
requirements, 


2. Use a needle and palm to carry out the following : 
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(a) A sewn cringle. 

(b) Sew a bolt rope to a sail. 

(c) Sew flat and round seams and the herringbone stitch. 
3. Make small repairs to a sail using a sailhook. 


4. Demonstrate how to clean and remove stains from canvas and 
synthetic fibre sails. 


- Identify different synthetic fibres both in cloth and ropes. 


5 
6. Make an eye splice in a wire rope and worm, parcel, and serve same. 
7, Make and use a Bosun's Chair. 

8 


+ Overhaul and repair a set of standing rigging,in both wire and 
cordage, for an open sailing craft, 


9. Make the following 
(a) Turks Head 
(b) Jury Masthead Knot 


(c) Boatswain's Lanyard incorporating at least six sennits. 


(ie Boatswain's Weave, Rolling Boatswain, Half-Hitches, 
Diamond Knot, Grapevine, Three Corner Crownings, 
Flat sennit, Turks Head etc) 
10. Demonstrate the uses of purchase tackles, and rig a purchase tackle. 


11. Make a tog bag, or similar article, using canvas, PVC, or synthetic- 
fibre cloth. 


Camper - STANDARD GRADE 


1. Make a layout plan of a typical Patrol campsite. 
Show the position of the camp kitchen, the fireplace, 
dining flysheet, latrine, and at least three two-man 
tents or huts, Explain how and why weather, season, 
(<0 wind, fuel, and water supply are taken into 
“| consideration when choosing a site. Explain what 
care to take with regard to safe water, sanitary 
facilities, and emergencies. 


2, Explain how a Patrol's typical activities are organised in setting up camp. 
(eg pitching tents, digging latrines, making kitchen etc). List the 
duties you would allocate to each member of the Patrol during camp. 


3. Prepare a checklist detailing 


(a) the personal kit that you will need for a Troop Camp 
lasting a week. 


(b) the personal kit that you will need for a weekend hike 
or cruise 


(i) in summer (ii) in winter 


(c) all the camping equipment needed for a weekend Patrol standing 
camp. Be able to justify your choice. 


4, Demonstrate how to pack correctly your personal kit in a rucksack or 
kitbag for an overnight Patrol Camp. 
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5, Prepare a camp menu for an overnight standing Patrol Camp of 7 Scouts 
covering 2 breakfasts, two lunches, and two suppers (some tinned food 
may be used). Make a food list for the Patrol. 

List the foods required for your menu that you can get from your local 
store with their prices. 


The menus, recipes, food list etc for this test must be different 
from those used for the Camp Quartermaster Standard Grade Badge, 


6, At an overnight standing Patrol Camp ; 


(a) Lay out the campsite according to the principles in Test (1) 
above. 


(b) With another Scout, pitch a Patrol tent, or build a shelter, 
taking into consideration the weather and terrain. trike 
and pack the tent, or dismantle the shelter. Know how to 
take care of tents, including the correct storage of tents 
between camps. 


(c) While camping, cook all meals for yourself for 24 hours to 
the satisfaction of the examiner. Raw ingredients must be 
used in cooking the meals. 


(d) Make a comfortable bed on the ground and sleep on it overnight. 
Use groundsheet, padding of clothes, rucksack grass, straw, 
hiphole etc. 


(e) While in camp show the right way to (i) store your food and 
gear against heat, animals, insects, and wet in bad weather. 


(ii) dispose of refuse. 


(iii)take precautions 
against the spread of fires, 


(£) Make three camp gadgets in camp and use them. 


7. Have camped under canvas or in the open as a Scout or Venturer 
for a total of not less than 15 nights (not necessarily continuous). 


Camper  - waster crave 


1. Have passed the Camper Standard Grade Badge and 
be prepared to demonstrate any of those 
requirements, 


2. (a) Demonstrate a good practical knowledge of 
the subjects covered in "Camping Standards". 


(b) Using this knowledge, plan an overnight 
standing Patrol Camp for a Patrol of not 
less than 7 Scouts covering the selection 
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of site, layout of camp,personal and Patrol gear required, 
menus, recipes, food lists, parent consent forms, camping 
permits, etc, 


(c) Draw up a camp programme in detail including such items as 
instruction, test passing, games, campfire, short hike etc. 


(d) Take sole charge of the Patrol Camp that you have planned and 
implement the programme, The Camp must be visited by the 
examiner. 


3, With your Patrol make a major camp gadget such as a dining table, 
dresser, hot water heater, camp shower, altar fire etc. 


4, Using a Dutch Oven, biscuit box oven, drum oven or other improvised oven, 
make a jam tart or bread or scones for not less than 6 persons. 


5, Make a trail tarp, a tent, a rucksack, or other similar article of camp 
equipment. 


6, Have camped not less than 25 nights as a Scout or Venturer, including the 
15 nights for the Camper Standard Grade Badge (the nights need not 
necessarily be continuous), 


7. Help cook, or have cooked, at least 10 camp meals including preparation 
of menus and have experience in boiling, frying, roasting, baking, 
and backwoods cooking, 


8. Show other Scouts, or Cubs, the correct way to pitch, strike, and pack 
a tent for the Link Badge test, 


Camp Fire leader - sw crwz 


1. Explain the aim, purpose, and place of the 
Camp Fire in Scout training. 
Describe the different types of Camp Fire 
(Formal, informal, indoor, Cub etc). 


) 2. Have a knowledge Of the basic principles 
involved in planning a formal Campfire programme. 
Plan a balanced programme for a Formal Patrol 
Camp Fire. 


3. Demonstrate THREE types of Camp Fire Opening Ceremonies at Camp Fires. 
4. Devise (i) an original three-minute Camp Fire stunt or sketch 
(ii) a Patrol song or yell 
and with a team of your own choice produce them at a Troop Camp Fire, 
5. Assist with the programmes of at least TWO formal Troop Camp Fires 
by leading songs, yells, rounds, dances, or games. 
6. Construct a portable "Campfire" for use indoors. 


7. Design a personal Camp Fire Blanket. (The design only, in colour, 
need be produced). 


(Reference: "The Camp Fire Leader's Book" by Hazelwood & Thurman) 


-60- 


Scout Proficiency Badges 
Camp Fire leadey _ MASTER GRADE 


Have passed the Standard Grade Camp Fire Leader 
Badge and be prepared to demonstrate any of 


Vj those requirements. 
NGI 2. Show a good knowledge of 
¥ 

if 


(a) the principles involved in planning a 
formal Camp Fire. 


(b) the principles of Camp Fire Leadership 
and how to handle matters such as discipline, 
problems of leadership, mood etc. 


3. Produce your own Camp Fire Notebook (or card index) with collections 
of items under such sections as Opening Ceremonies; Closing; Applause; 
Songs (folk, sea shanties, spirituals, action, rounds, etc); Stunts 
and Sketches; Yells; Games; Dances; Yarns; Prayers. 


4. From your Camp Fire Notebook (or card index) draw up a balanced programme 
for a formal Troop Camp Fire lasting 1} hours. Staff and lead the 
Camp Fire. Give a Yarn (lasting not less than 5 minutes or longer 
than 10 minutes) at the Camp Fire on a subject of your own choice. 


5. Devise and produce Opening Ceremonies for 


(a) a Formal Troop Camp Fire 
(b) a Cub Camp Fire indoors, 


6, Demonstrate a 'top burner' and one other type of fire suitable for 
a Camp Fire. 


7. Produce your own Camp Fire Blanket designed and decorated by yourself. 
8, Plan a Camp Fire lay-out acceptable to the examiner. 


(Reference : "The Camp Fine Leader's Book" by Hazkewood & Thuunan) 


Camp Quartermaster — sts. com 


1. (a) Prepare a list of personal and Patrol 


equipment required for a week-end Patrol 
LN ie Camp for 7 Scouts. 


f : (b) Prepare a camp menu for an overnight standing 

S Patrol Camp of 7 Scouts covering 2 breakfasts 

/A\ lo 2 lunches, and 2 suppers (some tinned food may 
be used. Give recipes. Make a food list for 
for the Patrol. List the foods required for your 


menu that you can get from your local store with their prices. 
(The menu, recipes, food list etc for this test must be different from 
those used for the Camper Standard Grade Badge) 
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Know the precautions to be taken, or the practices to be used, 

concerning camp sanitation and personal hygiene, safe drinking 

water, gas and paraffin lanterns and stoves and their fuel, and 
garbage disposal. 


Have acted as Assistant Quartermaster at a Troop Camp of at least 5 nights 
(or 3 weekends) duration. Be responsible for the issuing of 
rations and the issuing and return of equipment at the Camp. 


Demonstrate in camp the correct methods of (a) hygienically storing food 
(b) storing equipment. 


Know the precautions to be taken and the correct way to store tents 
and other equipment between camps, 


Demonstrate : (a) How to re-haft and sharpen an axe 
(b) The proper care and maintenance of axes and saws 


(c) How to store rope or cordage 


Camp Quartermaster - »ssmx cu 


L\ 


1. Have passed the Camp Quartermaster Standard 
A Grade Badge and be prepared to demonstrate 
any of those requirements. 


ZN 2. For a Troop Camp of at least 5 nights (or 3 


a x X weekends) duration, to be attended by a Troop of 


35 


4. 


not less than 16 Scouts (2 Patrols), do the following 


(a) Plan a balanced menu, covering all the meals. Be able to 
justify your choice. 


(b) Make a food list based on your menus. 
(c) Prepare recipes for the Patrols for the items on your menu. 
(d) Visit a store and price your food list. 


(e) Work out what the cost of the food per Scout will be and 
draw up a budget. 


(£) After your budget has been approved by your Scouter, buy the 
food required and draw up simple financial accounts covering 
your purchases. 


(g) Act as quartermaster at the Troop Camp. 


Show that you have kept an efficient record of the Camping Stores, 
including issues and returns during the camp. 


After the camp (a) show that you have checked in all camping 
equipment, accounting for missing items if any. 


(b) show that you have supervised the cleaning, 
preparation for storage, and correct storage 
of the tents and equipment in your Group's 
storeroom. 
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(c) show that you have made provision for 
the replacement of expendable equipment 
or arranged for repairs that are necessary. 


5. Do TWO of the following 
(a) repair a tear in a Patrol tent 
(b) replace a guyline on a Patrol tent 
(c) re-waterproof a hike tent 
(d) make a trail tarp 


(e) give a demonstration for other Scouts, a Cub Pack or 
similar group, of at least 3 differnet types of tents, 
explaining the uses of each. 


6. Help cook, or have cooked, at least 10 camp meals, including 
frying, boiling, roasting, baking and backwoods cooking. 


Canoelst - swow cum 


1. Swim 50 metres in your clothes (shorts, shirt, 
stockings, and shoes as minimum) and on 
completion of the swim demonstrate a "shirt- 
tail" rescue, 


2. Demonstrate by means of clothing inflation, a 
method of remaining afloat for 3 minutes. 


3. Know, explain, and show how to apply cardio- 
pulmonary resuscitation. 


4. Perform the following manoeuvres in either a single-seater or two- 
seater canoe (in the latter case, you must occupy the rear seat in 
charge of the canoe). 


(a) Handle the canoe into the water and make fast. 


(b) Launch the canoe from the shore and paddle into a 
side stream. 


(c) Demonstrate paddling techniques including grip, sweep 
stroke, draw and support strokes, backwater stroke, the 
J-stroke, and emergency stop, 


(d) Demonstrate correct paddling technique by paddling 50 
metres upstream, turn, and paddle back using feathered 
paddles. 


(e) Disembark from the canoe in deep water, bring it to the 
bank, and empty the canoe of water. 


(£) Board the canoe whilst in water that is knee-deep. 
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5s Demonstrate how to maintain a canoe in good condition and carry 
out simple repairs to it. 
6. Explain the importance of buoyancy bags in a canoe. 


Canoerse - waster cram 


1. Have passed the Standard Grade Canoeist Badge and 
be prepared to demonstrate any of those 
requirements, 


2, Have passed the Standard Grade Rescuer Badge. 
3. Perform the following in a canoe : 


(a) Two ferry glides, one facing upstream, 
and one going downstream. 


(b) Successfully shoot a fair-sized rapid. 
(c) Line a canoe down a shallow rapid. 


(d) Complete a successful take-off from the bank in a fast-flowing river. 


4, Capsize a loaded canoe in a moderate rapid, bring the canoe to the 
bank, empty it of water, and from the bank re-embark 300 mm from 
above the water level, 


D's Take charge of two other canoeists on a 24-hour expedition of at 
least 30 kilometres, camp overnight, and keep a log. The expedition 
must include 


(a) the correct stowage of the kit and equipment in the canoe(s). 
(b) the portage of the canoe(s) over 1 km of roughish terrain. 


(c) choice of a good campsite and good camping standards. 
In the log, note suitable anchorages, landing beaches, vegetation, 
bird and animal life seen, campsites for water-borne expeditions, 
and any supply facilities. 


(d) the log should cover a fair description of the river with sketch 
maps showing the general course of the river, dams, weirs, rapids, 
power stations, irrigation schemes, towns, and important natural 
features etc passed en route. 


Chess - STANDARD GRADE 


1. Know in detail all the fundamental laws of Chess, 
including all moves; setting up the chessboard 
for a game; conditions of checkmate; conditions 

( for a draw (with or without stalemate); castling 
on both sides; en passant; taking of pieces; 
and order of moves. 


2. Discuss the relative values of pieces with the 
examiner, 
3a Explain the inherent weakness of the King's Bishop Pawn square and 
how it can be exploited in the opening moves (Fools Mate). 


4. Demonstrate how checkmate can be obtained by 
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(a) King and 1 Rook 
(b) King and 2 Rooks 
(c) King and 2 Bishops 
(d) King and Queen 

(e) King and Pawn 


5. Play at least two (2) games with the examiner. After each game 
explain the faults in play (on both sides) and improved moves. 


Chess - vsster crave _ 


1. Have passed the Chess Standard Grade Badge and 
be prepared to demonstrate any of those 
requirements. 


2. Demonstrate the recording of a chess game during 
play using either notation. Show how an 
unfinished game is recorded for future play. 


Know the following symbols :; 
(a) Castling on the King's side 
(b) Castling on the Queen's side 
(c) Check 
(d) Checkmate 
(e) Best or good move 
(£) Questionable or poor move 
(g) Is this best 
3. Briefly outline the history of chess, 


4, Demonstrate the rules of tournament chess, including touch move, time, 
sealed move, accidental displacement (including the case where it is 
impossible to set up the correct position), and incorrect initial position. 


5. Teach a beginner the fundamental rules of chess and three (3) 
recognised openings. 


6. Solve any three (3) chess problems set by the examiner. 


Ciudl Defence - sxsw cre 


1. Pass or have passed the First Aid Achievement 
in the Blue group. 


2. Demonstrate a good knowledge of radio voice 
procedure. 


3. Carry an oral message of a minimum of 40 words 
to a given destination and repeat it after not 
less than 1 hour. 
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Demonstrate the methods of breaking an electric circuit when a 
person has suffered an electric shock. Know the importance of 
insulation. 


Know how to move through smoke and demonstrate how to carry or 
drag an unconscious person to safety. 


Know how to use the common types of fire extinguishers. 
Eor example : (a) carbon dioxide (b) dry powder (c) foam 


(d) water-type (e) hydraulic hose reels 


(£) briefly explain the hazards of carbon tetrachloride, 
methol bromide etc. 


(a) Make an up-to-date list of the Civil Defence personnel in your 
district (eg Civil Defence Chief, Civil Defence Medical Officer etc). 


(b) Show how to contact the Civil Defence authority by telephone, 
radio, on foot, motor cycle or other means. 


(c) Show that you know all the Civil Defence signs and badges of rank. 


Make and use (a) an improvised stretcher (b) a rope ladder 6 metres long. 


Ciusl Defence - sux cra 


Q 


LET, 


p 


1. Have passed the Civil Defence Standard Grade 
Badge and be prepared to demonstrate any of 
those requirements. 


2. Pass the First Aid Achievement from the Red 
group. 


3. Using a road map of an urban area unknown to you, 
select the quickest route between two points not 
less than 5 km apart, specified by the Examiner. 


(a) Show a detailed understanding of the Civil Defence plan in your 
district. 


(b) Show how you would contact your division leader under the worst 
possible conditions (eg telephones out of order and a radio 
blackout). 


Demonstrate the moving of heavy weights by use of sheer legs and tackle. 


Find out and demonstrate the hand signals used for directing and 
controlling zraffic. 


Lead a team to deal with the following staged emergencies 
(a) House fire. Incident to include an unconscious person. 


(b) Unconscious person stranded in a tree, or at the bottom Of a 
cliff. (Height to be approximately 5 metres in both cases). 


(c) A person injured in a motor accident, with and without fire. 
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Collector - scams cram 


1. Make a collection of items other than stamps 

or coins, The number of items to be collected 
Ql must be decided by the examiner in keeping with 

the effort entailed in making the collection. 
© The items must have been collected by the Scout 

himself over a period of six months, and they 

must be attractively displayed and properly 

labelled. 


2, Show a good knowledge of 12 objects from the collection chosen at 
random by the examiner, 


3. Explain the meaning of three out of five common terms chosen by the 
examiner, relating to the type of collection. 


Co llector - MASTER GRADE 


1. Have passed the Collector Standard Grade Badge 
and be prepared to demonstrate any of those 
requirements. 


2. For a period of 12 months EITHER add to the 
collection already made for the Collector 
Standard Grade Badge, OR make a new collection of 
items, other than stamps or coins. 
Show some degree of specialisation in the collection. 


3. Show that you have started to specialise in your collection explaining 
clearly the degree to which it is specialised, 


4, Demonstrate by actual specimens that you know what is meant by six 
out of eight common terms relating to the subject chosen by the examiner. 


5. Show a good knowledge of the background or history of your chosen subject. 


Cook . STANDARD GRADE 


1. Know how to avoid causing veld/bush fires and 
demonstrate that you know how to take safety 


precautions when lighting, using, and ex- 
i tinguishing fires in the open. Demonstrate 
methods of extinguishing flames, Take pre- 
HUET cautions against burning and scalding accidents. 


Know and demonstrate the treatment for burns. 


2. (a) Plan a balanced menu for a weekend Patrol 
Camp for 8 Scouts, including 2 breakfasts, 
2 lunches, and 2 suppers. 


(b) Make a food list of quantities based on your menus. 
(c) Visit a store and price the items on your food list. 
(d) Calculate the cost of food per Scout for the weekend. 


3. Construct a fireplace in the open suited to the natural surroundings. 
Light an open fire in it. Using raw ingredients, prepare and cook 
over the fire the following dishes for not less than 2 persons: 
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(a) Stew containing meat, and two ingredients such as potato, vegetables, 
Samp, etc. 

(b) Mealiemeal, mabela, or oats porridge. 

(c) Scrambled eggs. 

(d) Rice or milk pudding, and stewed fruit. 

(e) Tea, coffee, and cocoa. 


4. Make the following: 


(a) pancakes/flapjacks 
(b) meat and vegetables cooked in a foil pressure pack. 


5. Help cook, or have cooked, at least 5 meals while in camp. 
6. Demonstrate how to transport and store provisions in a hygienic manner. 
Correctly dispose of garbage, tins, foil, paper, plastics, and other 


rubbish by burning and using a tote-litter bag. 


7. After each cooking, properly dispose of rubbish, clean utensils, and 
leave a clean cooking site. 


Cook - MASTER GRADE 


1. Have passed the Cook Standard Grade Badge and be 


© N prepared to demonstrate any of the requirements. 
Q 
Nig) 2. After being given a maximum figure per Scout per 
2 mM day to spend on food by the examiner, show you 


know how to draw updietetically sound menus for a 
2S camp of a week's duration for a Troop of 32 Scouts 
and Scouters. (4 Patrols). 


Draw up the food quantities required and cost these at a local store. 
Calculate the cost of food per day per Scout, and if necessary, adjust 
your menus and food quantities to remain within the budget. 


3. Using a wood fire in the openand aDutch oven, drum oven, biscuit-tin 
oven, or other improvised oven, prepare and cook from raw ingredients 
a four-course meal for a Patrol of at least 6 Scouts, consisting of: 


(a) Soup 

(b) roast meat or poultry, potato, and a vegetable 

(c) a fruit pie, or a tart, or a cobbler 

(d) coffee (not from freeze-dried, powder or essence) 


Serve the food punctually and hot in the right order, following the niceties 
of good manners. Demonstrate carving. 


4. Bake a cake or bread in the camp oven. 


5. Make a reflector oven and cook biscuits with it. 
OR 
Using a stove, cook a meal indoors for at least four persons who may be your 
family or your Scout Patrol. 


6. Help cook, or have cooked, at least 10 meals in camp including boiling, frying, 
roasting, baking and backwoods cooking. 


7. After each cooking properly dispose of rubbish, clean utensils, and leave a clean 
cooking area. 
=63— 


Scout Proficiency Badges 


Cyclist —- scwwaw cave 


1, Clean and adjust a bicycle. Prepare it for 
a) inspection using a bicycle safety checklist. 
Ensure that it meets local laws. 


KDVAE 
St Us 2. Show your bicycle to the examiner for inspection. 
Point out the adjustments or repairs you have made. 
Do the following 


(a) Point out all points that need.oiling regularly. 


(b) Show the points that should be checked regularly to make 
sure the bicycle is safe to ride, 


(c) Show how to adjust chain tension, brakes, seat level, and 
height of the handlebars, 


3, Mend a puncture or replace a tubeless tyre. 


4. Show a good knowledge of the Highway Code, traffic signals, and 
road signs. Know the bicycle-safety code. Demonstrate the 
correct hand signals, 


5. Show the following : 


(a) Proper mounting, pedalling, and braking (including 
emergency stops, 


(b) Ride a straight line. Ride at least 30 metres between 
straight, parallel lines 15 centimetres apart, 4 out of 
5 times. 


(c) Avoiding main roads, ride 40 kilometres in 3 hours, 
Make a verbal report to the examiner describing the 
routes travelled and interesting things seen. 


Cyclist ~ MASTER GRADE 


1. Have passed the Cyclist Standard Grade Badge 
and be prepared to demonstrate any of those 


f requirements, 

) K\ JAD F F 

i COXGS 2. Ride an obstacle course, changing from very 
GS 48 slow to higher speed. Do a complete turn in 


a 3-metre wide road or driveway. 


3. Show a knowledge of the Derailer gear. 


4, Demonstrate your ability to replace spokes and straighten a wheel rim. 
5, Demonstrate your ability to clean and replace all bearings. 


6, Plot an 80 kilometre cycle trip on a road map. Stay away from main 
roads. Using your map, make the ride in 5 hours. Make a written 
report to the examiner covering the route travelled, interesting things 
seen, and any incidents during the trip. 
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Designer - STANDARD GRADE 


1. Demonstrate your interest, practice, and 
proficiency in some form of one of the 
following ; 


(a) Graphic Art - sketching, painting, etching, 
woodcuts, lino-cuts, etc. 
(b) Decorative - wallpaper design, printed or 
Art woven fabrics, posters, book- 


jackets, wrought-iron, etc. 


(c) Plastic Art - modelling in clay, plasticine, etc; designing 
and making pottery, etc. 

(d) Carving - wood, stone, or semi-permanent material such 
as soap, 

(e) Lettering - Roman, Gill Sans, Script, etc. 


In no case is the work to be a copy or tracing, but must be entirely 
by your own hand. 


2, In the presence of the examiner, make a sketch of some object or 
group of objects relating to the subject chosen in (1). 


Designer  - vsrex cxane 


1. Have passed the Designer Standard Grade Badge 
and be prepared to demonstrate any of those 
requirements. 


2. Show a higher level of knowledge and ability 
in one of the forms of art than is required 
in the Designer Standard Grade Badge. 


3. Show specimens of your own work and demonstrate 
a knowledge of 


(a) Any necessary preparation of media and materials. 
(b) Opportunities for further study of art. 


(c) Masters which you have seen or books which you have studied, 
and your opinions of them, 


4. Carry out to the satisfaction of the examiner, a piece of work in 
your chosen form of Art, as set by the examiner. 
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Despatch Rider — STANDARD GRADE 


1. Demonstrate that you own or have the use of 
a cycle properly equipped and in good working 
order. You must be prepared to use it in your 
Country's service if called upon at any time 
in case of emergency. 


2. Demonstrate that you can make simple repairs which 
might include the following at the discretion of 
the examiner : change a tyre, mend a puncture, 
replace a brake, adjust a wheel bearing, or any 
part of the machine. 


3. Repeat correctly a verbal message of 40 words to a given destination 
after a ride of at least one hour's duration. (The standard 
of accuracy required is that the facts of the message must be 
repeated with complete accuracy, but you may use your own words). 


4. Show a detailed knowledge of the location of the emergency services 
and places of interest to the public situated within a 5 kilometre 
radius of your home or Group Headquarters. 


5, Demonstrate that you can observe, remember, and report verbally on 
the following : witness an incident or occurrence OR observe activity 
in a specified area for not less than 5 minutes, and then ride or walk/run 
not less than 3 kilometres to a destination specified by the examiner. 


On arrival, report by telephone to the examiner giving a full and complete 
account of what you have witnessed or observed. (If there are no 
telephones in your area, you may report verbally to the examiner at the 
specified destination), 


Despatch Rider = - waster crane 
1 


Have passed the Despatch Rider Standard Grade 
NY Badge and be prepared to demonstrate any of those 
requirements, 


2. Own, or have the use of, a cycle, a moped, motor 
scooter, or motor cycle (within the legal limits 
for licencing permitted for your age). 


LAY 
SATAN 


3. Carry a verbal message of not less than 80 words 
and deliver it correctly after a ride by cycle, 
or horseback lasting not less than 2 hours over a route selected by 
the examiner. (The standard of accuracy required is that the facts 
of the message must be repeated with complete accuracy, but you may 
use your own words). 


Use a road map of an area unknown to you to select the quickest route 
between two points not less than 5 kilometres apart chosen by the 
examiner. Using your map, make the ride and make a report to the 
examiner covering the route travelled, interesting things seen, and 
any incidents during the trip. 
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4, Show that you have a good working knowledge of your district which 
will enable you to find your way and to give directions to strangers 
in the area. On a map or sketch map show the locations of public 
telephones, police stations, hospitals, fire stations, ambulance 
depots, etc. Know how to activate the emergency services covering 
your district. 

(The area required is a 12 kilometre radius in the rural areas 
and towns of up to 20 000 inhabitants and a 3 kilometre radius 
in larger towns/cities) 


5. Demonstrate that you have the ability to care for, and undertake 
maintenance and running repairs to your cycle, or moped, or motor 
scooter, or motor cycle referred to in Test 1. 


Draughtsman ~ STANDARD GRADE 


1. Define the following 


(a) A point (f£) A vertical line 
(b) A line (g) An oblique line 
(c) A straight line (h) A right angle 

(d) Parallel lines (i) An obtuse angle 


(e) A horizontal line (j) An acute angle 
2. Produce the following figures in pencil on plain paper 

(a) A square (c) A triangle 

(b) A rectangle (d) A circle 
3. Draw in pencil on plain paper 


(a) A front elevation, a side elevation, and a plan of a matchbox 
or similar box (scale : full size using the "third angle 
projection". 


(b) An isometric view of the same box. 


4. Show you have a knowledge of the following drawing instruments 


(a) A drawing board (d) Compasses 
(b) A T-square (e) Dividers 
(c) A set square (£) Scales 


5. Make a three dimensional drawing of a cube with a hole through the 
centre. Draw it in pencil on plain paper and to scale from sizes 
given by the examiner. 
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Draughtsman ~ MASTER GRADE 


1. Have passed the Draughtsman Standard Grade 
Badge and be prepared to demonstrate any 
of those requirements, 


2. Draw the following views of a box 1 metre wide 
by 0,5 metres high by 2 metres long, using a 
convenient scale 


(a) Isometric (c) Pictorial 
(b) Oblique (d) Development 
Draw projections and the development of a truncated cylinder. 


Demonstrate the difference between "third angle projection" and 
"first angle projection". 


Draw a single line plan of a dwelling house to scale. Project 
the front and side elevations and draw a section. Drawing in 


pencil. The plan must be neatly and correctly dimensioned and 
labelled. 


Electrician - STANDARD GRADE 


—y 
° 


Know the common causes of electrical accidents 
and the safety precautions necessary to guard 


i) 


Know the international colour code for three- 


ze if against the possibility of them occurring in 
Je Wi the home. 


core flex and connect a flex to a three-point plug. 


3. Correctly place defective lamp holders, fuses, 
plugs, and flex; and demonstrate the uses of fluxes and simple tools 
such as cutters, pliers, and screwdriver. Explain why a fuse blows. 


Correctly join and tape two pieces of insulated wire. 


Demonstrate how to save a person touching a live wire. Demonstrate 
first aid if the person is unconscious from electrical shock. 


Carry out simple repairs to an electrical appliance. 


Mount and connect a buzzer or bell, or a light to a battery. Have 
a switch in the line, Make a circuit diagram of the installation. 


Electricvan  - sss cram 


Have passed the Electrician Standard Grade Badge 


attraction and repulsion. Make and operate a 


Is 
Q, and be prepared to demonstrate any of those 
requirements. 
Ny V/ NG 2. Conduct an experiment showing the law of electrical 
S wA 


simple electro-magnet, 


3. Know Ohms law. 
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4. Explain the difference between alternating and direct currents, 
Know the common uses of each. 
5, Read elementary electrical instruments correctly. 


6. Explain 10 electrical terms and measurements used in electrical work, 
such as volt, amperes, watt, resistance, etc. 


7. Know how to minimise the interference with broadcast receivers 
arising from domestic appliances. 


Electronles - sxsw cewz 


1, Explain the basic Electron Theory. 


2. Explain the functions of 


(a) A resistor (d) A valve 
(b) A capacitor (e) A transistor 
(c) A rectifier (£) An integrated circuit 


3. Demonstrate the right way to solder and unsolder terminals and fit 
components to a printed circuit board. Explain the disadvantages 
and dangers of a dry joint. 


4, Solve a simple problem of current, voltage, and resistance using 
Ohm's Law. 


5. Be able to read a simple circuit diagram. 


6, Draw a diagram for a simple oscillator and build the oscillator. 


Electronses - vse crse 


1. Have passed the Electronics Standard Grade Badge 
and be prepared to demonstrate any of those 
requirements, 


2. Explain what is meant by : 
(a) amplification 


(b) modulation and demodulation 


(c) waveform 
(d) mark/space ratio 


3. Explain 3 audio uses of electronics. Draw a diagram of a simple 
audio amplifier and build it. 


4, Explain the basic operation of heat-sensitive and light-sensitive 
components. 


5. Draw up and make a printed circuit board. 


6. Build an electronic apparatus and demonstrate it in use (kits may 
not be used). 
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Entertainer - STANDARD GRADE 


1. Take a singing or speaking part in a public stage 
production to the satisfaction of an independent 
examiner. 


(Note: The production is to be of not less than 
20 minutes duration, involving a minimum 
of 10 hours rehearsal over a period of at 
least two weeks, the part taken by you to 
be sufficiently prominent to allow of 
proper assessment) 


2. EITHER Perform on the stage or radio, in a solo spot, for not less 
than five minutes in any one of the arts. 


OR Produce, rehearse, and present a sketch (lasting not less 
than 10 minutes and having at least five characters) at a 
Troop Show or Camp Fire. 


3. Prepare a straight make-up on another person, 


Entertasner - MASTER GRADE 


1, Have passed the Entertainer Standard Grade Badge 
and be prepared to demonstrate any of those 
requirements, 


2. Take part in two different stage performances 
of the standard required for Test 1 of the 
Entertainer Standard Grade Badge. 


3. Show that you understand the following terms 


Prompt Corner; O.P. Corner; Upstage; Down Stage; Wings; Cyclorama 
Screen; Tabs; Back Drop; Cut-outs; Ground row; Battens; Arc Lamp; 
Spotiights; Microphone; Balance; Dimmer Board; Ampliflier; Black- 
out; Fade-out. 


4. Produce and present a play of the standard required for Test 2 
with particular regard to ; 


choice of play; casting; setting; pace; lighting; grouping; 
costume; make-up; and leadership 


OR 


Stage-manage a play of the above standard with particular regard to 
the following 


curtains; stage-setting; properties, both personal and stage; 
scenery; lights; producer support. 


5. EITHER (a) Prepare two different character make-ups (examiner's 
choice) one of yourself and one of another person, 


OR (b) Design and prepare two items of stage scenery 
(i) a small flat (ii) a movable piece such as a fireplace. 
OR (c) Show a knowledge of stage lighting and the varying effects 


that can be obtained by the proper use of lights. 
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Explorer = - ssanam cre 


2 1. Present yourself to the examiner, properly 
uniformed before going on an overnight hike 
camp. Show the camping gear you will use, 
including shelter and food. Explain how you 
will use the gear and be prepared to justify 
your choice of kit. 


2. Arrange and carry out an expedition of a minimun distance of 15 km 
for yourself and at least two other Scouts, PECECESD Sy members of 
your Patrol, of not less than two day's and one night's duration, 
in country not previously visited. On your return make a verbal report 
to the Examiner using rough notes made on the hike to describe what you 
did and what you observed. 


(Note : The expedition may be done on foot, on horseback, by bicycle, by 
canoe, or by boat. All equipment and food for the 
expedition is to be carried by those taking part) 


3. Explain 5 different ways of attracting attention when lost. 


4. Show that you know about personal hygiene, wilderness manners, and 
emergency first aid to be used in the wilderness. 


5. With the examiner select a route for a 20 kilometre hike using a 
1 in 50 000 Government map, or local equivalent, not necessarily of 
your own district. From the map select a site where a good campsite 
should be possible giving reasons for your choice. 


Carry out the hike (overnight) with at least two other Scouts. 


6. Show that you can orientate and use a 1 in 50 000 Government map. 
Know the conventional signs, and be able to give grid references. 


7. Complete a journey, with a companion, of 5 kilometres by compass 
bearings only. Six different bearings by degrees to be used. 
A map may be used. 


8. Prepare a meal for yourself and another Scout by using 500 grams of 
raw mince meat and no utensils or matches/cigarette lighters. 


Explorer - MASTER GRADE 


1. Have passed the Explorer Standard Grade Badge 
and be prepared to demonstrate any of those 
0 requirements. 


N 2. Do one of the following alternatives (A or B). 


A. Make a journey of at least 30 km on foot, 
by canoe, or by boat, with not more than 
two other Scouts. The route must be 

one with which the party is not familiar and should, in the 
case of hiking, include rough country. The party must sleep 
out, using only the food and kit carried in the rucksacks. 
The maximum weight per rucksack, including food, must not be 
more than 15 kg. 
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NB. A general report of the journey, including strip maps 
in the form of a logbook is required. The route for 
the journey, and any simple tasks, set by the examiner 
must constitute a definite test of determination, iniative, 
and self-reliance, 


By Demonstrate that you have a good knowledge of a mountain area 
at least 40 square kilometres in extent by producing hike notes 
and logbooks of your trips. These notes and logbooks must show : 


(a) that you are personally acquainted with the principal 
routes to summits and points of interest. 


(b) that you know the nearest telephones, farmhouses, 
Forestry Stations, emergency services, shops, hotels, 
and other places of refreshment in the area. 


3. Complete the adventure course in rough country as a member of a Patrol 
in which you play a leading part. The adventure, which must not be 
less than 5 hour's duration, must include at least five "incidents" 
such as rescues from fire or heights; compass work; first aid; 
deadman's crawl; night work; decoding, etc. Water incidents should 
be included, particularly by Sea Scout Troops. 


4. Know how to read a weather map (high and low pressure areas, warm 
and cold fronts etc) and know the weather associated with each. 
Know the local signs indicating that bad or good weather is on the way. 


5. Know what action to take in emergencies such as being overtaken by 
darkness or mist; flooded rivers or streams; a combination of wet, 
cold, and wind. Demonstrate the first aid treatment of fractures, 
bruises, concussion, shock, hypothermia, and heat exhaustion. Know 
what action to take to activate mountain rescue teams. 


6. Demonstrate that you are physically fit and are able to do FOUR of 
the following : 


(a) Climb a tree to a height of 10 metres from the ground. 


(b) Vault a fence two-thirds of your own height and pole vault 
across a distance equal to twice your own height. 


(c) Throw a 20 metre line so that it falls between two pegs 
1,5 metres apart, at a distance of 15 metres, twice out 
of every three times. 


(d) Swim 20 metres wearing clothes. 


(e) Climb a rope to a height of five metres from the ground. 


Farmer - STANDARD GRADE 


Do one of the following alternatives(A to F) 
POULTRY 


A. 1. Keep at least six head of poultry for a 
minimum of six months and demonstrate 
that you have a practical knowledge of : 


(a) The advantages and disadvantages of four 
popular breeds in relation to their value 
as egg producers or table birds. 
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Handling birds and recognising those that are not healthy. 


Managing grass and earth runs. 


2. Show a knowledge of the treatment of a broody hen and understand 
the running of an incubator. 


3. Demonstrate how to feed chicks and young birds and know the 
different methods of rearing them. 


RABBITS 


B. 1. 


PIGEONS 


D. it. 


Keep and rear rabbits for at least six months, Make a simple 
hutch and make up different rations to show the right amount 
of food and the proper uses and proportions of cereals, roots, 
and green stuff. 


Show that you have a knowledge of the best breeds for fur and 
flesh production, Know the weight and qualities of a good 
table rabbit. Recognise six fur breeds. 


Skin a rabbit and dress it for market. 


Keep bees for at least six months, Demonstrate hive management 
and the handling of bees. 


Recognise the larva, good and foul broods, and sealed honey, 
and know at least one method of preventing a swarm. 


Be able to také a swarm and know the principles of artificial 
feeding. 


Recognise the Queen, workers, and drones, Explain the life 
cycle. 


Produce a sample of honey from your own hive and discuss the 
importance of its production and the factors that affect it. 


Keep and care for pigeons for at least six months. 


Show a knowledge of dieting and feeding. Explain the symptoms 
and treatment of the elementary pigeon diseases. 


Plan a method of training birds to return with messages from 
a distant point at least 150 kilometres away. 


Demonsrate the correct handling of birds, including attaching 
messages and rubber rings to birds' legs. 


Demonstrate a knowledge of colours, and judgement of quality 
by handling and other means. 


Recognise common crops in the field. Recognise weeds and 
common insect pests and explain how to eliminate them. 
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Le Show a general knowledge of sowing and harvesting one crop 
of your own choice. Show an acquaintance with routine 
seasonal work on a farm. 


oie Grow a crop of your own choice and bring it to the stage of 
harvesting. The area planted must be not less than 50 
square metres in extent. 


CATTLE 


Fy Ls Be able to milk. 


24 Understand the pasteurisation of milk and the care and 
cleanliness of dairy utensils and appliances, 


BF Test the milk of at least five cows (individually) for 10 days 
each in accordance with the requirements of the local health 
authorities. 

4, Demonstrate a knowledge of the common cattle diseases and 
treatment thereof, 


5. Explain the necessity for dipping. 


Farmer - MASTER GRADE 


1. Have passed the Farmer Standard Grade Radge and 
be prepared to demonstrate any of those 
requirements, 


Kata 


2. Demonstrate a practical knowledge of any one 
branch of farming such as agricultural; 
dairying; etc. 


TS SS 


3. EITHER A. Keep satisfactorily one of the following for a period 
of 12 months since passing the Farmer Standard Grade 
Badge ; 


Bees, rabbits, chickens, ducks, geese, turkeys, 
pigeons, goats, sheep. 


Produce proper accounts showing business methods. 
OR B. Know ; 


(a) the ways in which soil is kept fertile 
and erosion prevented. 


(b) the necessity for rotation of crops. 
(c) the chief pests and diseases. 


(d) the locally important breeds of sheep and 
cattle. 


4, EITHER A. Have spent at least a week on a farm where you worked 


at least six hours a day for five days in the week. 


OR B. Make a general agricultural survey of a village (under 
a 1 000 inhabitants), giving details of local crafts, 
crops, markets, and transport. 
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- STANDARD GRADE 


1. Know the first steps that should be taken on the 
outbreak of a fire, or a hazardous situation. 


Know: (a) The telephone number of the local Fire Brigade, 
Police Station, ambulance etc. 
OR 
Identify the sources of help available in the 
case of fire or emergency. 


(b) The different ways of reporting a fire, the 
procedure to be followed, and the information 
to be given, when reporting a fire or hazardous 
situation to any of the above emergency 
services. 


Explain the "triangle of combustion" and how taking away one of the factors 
will put out fire. Explain the ways in which fires can spread. 


Draw up a list of the main causes of fires in the home. Explain how to guard 
against each. 


Make a fire-safety inspection of your home. Ask your parents to help and 
then prepare the following list: 


(a) List the things that could start a fire. Use a home fire-safety check- 
list. Get one of your parents/guardian to sign this. 


(b) List how much and where there is any petrol, cleaning fluid, paint 
thinners, or other inflammables. 


(c) List which were stored unsafely. Explain what you did to correct this. 
(d) List the things in your home that could be used to put out fires. 
Explain how to set about the evacuation of a building that is on fire. 

Know and demonstrate the following: 


(a) Know the danger of smoke asphyxiation and show how to move through a 
smoke logged building. 


(b) How to carry out a search through a smoke-logged building. 
(c) How to save a person whose clothes are on fire. 
(d) How to improvise and how to use a line to lower persons. 


Know how to use the following common types of extinguishers: 


(a) Carbon dioxide 
(b) Dry Powder 
(c) Foam 


(d) Water-type 
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Firefighter ~ MASTER GRADE 


1. Have passed the Firefighter Standard Grade 
g Badge and be prepared to demonstrate any 
of those requirements. 


2. Describe five different classes of fire and 
know the different types of extinguishing 
media that may be used on each. 


oS 


3. Demonstrate how to carry out a search through 
a smoke-logged building, with particular 
reference to the different methods of rescuing trapped persons. 
Demonstrate the "Fireman's Drag". 


4. Know (a) how to assist in preventing panic. 


(b) what action to take to minimise injury to yourself when 
caught in a close-packed crowd (eg when in a cinema and 
a fire alarm is sounded). 


5. Know the hazards of inflammable liquids and gases in the home. Know 
what extra precautions to take if such liquids and gases are known to 
be present in a house which is on fire. 


6, Explain the principles of ventilation at the scene of a fire. 


7. Do the following 


(a) Explain how to set up camp so that is is safe from fire. 


(b) Describe the fire equipment you need before lighting a fire 
in camp or in the veld. 


(c) Get your Scoutmaster to certify that you have properly put out 
a campfire. Describe where and when you did this. 


(d) Explain how veld, bush, and forest fires start. Explain what 
is done to prevent them. Tell how you can help. 


(e) Explain what to do if fire breaks out on a camping or hiking trip. 


(£) Explain how a veld or bush fire can be fought, particularly with 
improvised equipment. 


First Add - sw.» cw 


1. Have passed the First Aid Achievement from the 
Red group, and be able to explain and demonstrate 
all those requirements. 


2. Show a good theoretical and practical expertise 
in cardio-pulmonary resuscitation (CPCR). 


3. Show a good practical knowledge of the general 
principles of dealing with injured persons. 


4, Know the precautions to take to avoid the dangerous conditions of 
(a) excessive cold (b) excessive heat 
(hypothermia) (hyperthermia) 
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Know the names and telephone numbers of the key persons at the nearest fire 
station and in the local civil defence organisation. 


OR 


Demonstrate a knowledge of how to summon adult help in the case of emergencies 
such as fire, accident and disaster. 


As a member of a team of at least three other Scouts deal with a First Aid 
incident staged by the examiner. 


First Aid - MASTER GRADE 


Fish 


NOTE 


1. Have passed the First Aid Proficiency Badge 
J in the Standard Grade and be able to explain 
and demonstrate all the requirements. 


Yd 2, Know the signs and symptoms of 
V2 (a) excessive cold (hypothermia) 
(b) excessive heat (hyperthermia) 


and know what emergency steps to take to treat 
these conditions. 


Demonstrate a thorough knowledge of all the steps and principles 
of basic life support, 


Know the basics of how to give emergency treatment to persons who 
have swallowed poisons. 


Know how to give emergency treatment for a severe burn, including 
knowing thoroughly the signs and symptoms and the treatment of shock. 


Lead a team of at least three other Scouts in dealing with a First Aid 
incident staged by the examiner. 


CrINAN - stanvarD cRADE 


1, Show that you have a general knowledge of 
the Fishing Regulations applicable to the type 
of fishing and the part of the country where 
you wish to be examined. 


2. Show that you have a practical knowledge of either 
(a) Surf; or (b) Bay; or (c) river and fresh 
water fishing 
Mount a fishing rod complete with binders and runners. 
Make up a wire trace with one hook, and a nylon trace with one hook. 
Kill, clean, and cook a fish caught by yourself. 


Know the safety rules applicable to fishing. 


: For Test No. 5 of the Standard Grade and Test No. 8 of the Master 
Grade badges the Scout may submit evidence to the Examiner in the 
form of a letter from a parent, Scouter or other responsible adult 
certifying that he has satisfactorily met the requirements of these 
tests. 
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Fisherman ~ MASTER GRADE 


1. Have passed the Fisherman Standard Grade Badge 
and be prepared to demonstrate any of those 
requirements. 


2. Demonstrate a sound knowledge of local regulations 
applicable to the type of fishing and place in 
which you wish to be examined. 


3. Demonstrate that you have a general knowledge of 
the waters within 24 kilometres of your fishing 
headquarters. 


Show that you have an awareness of the importance of obeying fishing 
regulations. 


Keep a satisfactory log of your angling experiences with details of 
the weather, catch, baits, and weights of fish caught, covering not 
less than 12 fishing excursions. 


Demonstrate your ability to cast. 


Demonstrate that you maintain your fishing tackle in a sound condition. 
Make a spinner and spoon, 


Catch, prepare, and cook fish sufficient for at least two people. 


Write a short account on wet and dry fly fishing; or on the varieties 
of bait and their use in coarse fishing. 


Forest@r = - swoaw ceo 


1. Identify by name in summer or in winter 12 
varieties of trees in the field by their 
bark, leaves, fruit, or flowers. 


2, Explain from practical experience how to rear 
young trees, including preparation of the soil, 
and how and when to transplant them. Show the 
examiner at least three that you have cultivated 
from saplings. 


Explain the structure of a tree, and how it feeds, breathes, and makes 
timber, 


Describe the value of forests in protecting soil and building fertility, 
regulating the flow of water, in wildlife management, and as recreational 
areas, Explain from what watershed or other source your community 
obtains its water. 


Forester - sme caw 


lag 


1. Have passed the Forester Standard Grade Badge 
and be prepared to demonstrate any of those 
requirements, 


2. Identify by name in summer or in winter, 20 
varieties of trees in the field by their bark, 
leaves, fruit or flowers. (Other than those 
identified for the Forester Standard Grade Badge). 
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Have a general knowledge of their uses for timber, fuel, and 
windbreaks, and for reclaiming soil. Demonstrate your ability 
to recognise them from a distance. 


Show that you have a knowledge of the dangers to which trees may 
be exposed (ie by frost, fire, insects, diseases and animals). 
Discuss methods of combatting these dangers. 


Demonstrate how to deal with wounds in growing trees. 


Know what to look for when selecting an axe; mame the parts; 
know how to take care of it, and know the safety rules of axemanship. 


Demonstrate how to use a felling axe in felling and logging up. Use 
a cross-cut saw and wedges correctly. 


Show that you have a knowledge of the principles of moving and stacking 
timber, and that you can calculate the amount of useful timber in a 
tree selected by the examiner. 


Frogman - STANDARD GRADE 


1. Equipped with swimming fins, schnorkel, goggles, 
and knife :; 


QD (a) swim 200 metres free style (except backstroke) 
without a stop. 


(b) swim 150 metres guided by compass only 

(c) swim 15 metres under water 

(d) swim 30 metres, with five breaths, under water 
(e) surface dive to a depth of three metres 


(£) roll over in the water, three times forwards, and three times 
backwards (breaths may be taken between rolls). 


Tow an inert swimmer 50 metres on the surface using fins. 
Know the treatment of the following conditions 


(a) over-exertion (b) exposure to heat and cold (c) haemorrhage and 
shock 


Know what precautions to take to avoid contracting Bilharzia and 
the basic symptoms thereof. 


NOTE: Before being trained or tested for this Badge, you 
must produce a medical certificate of fitness. 


Frogman - MASTER GRADE 


1. Have passed the Frogman Standard Grade Badge 
and be prepared to demonstrate any of those 
requirements. 


2. (a) Swim submerged 150 metres in open water 
with full diving equipment, following a 
compass course. 


(b) with 'blacked-out' mask, swim submerged 
along a 15-metre rope to the end, and then 
swim back submerged to the starting point. 
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3, Swim 25 metres on the surface with flippers and schnorkel, but 
without a face mask and without using nose clips or any other 
means of keeping the nose closed, 


4, Remove,,clear, and replace your mask at a depth of three metres. 
Remove your breathing apparatus, surface, and then dive again to 
retrieve and replace the mouthpiece and apparatus under water. 


5. Demonstrate the functions of, and know how to care for, all the 
components of diving equipment, Demonstrate how to test the 
equipment before diving. 


6. (a) Demonstrate how to use a simple decompression table. 
(b) Know elementary diving psychology. 
(c) Explain in detail the technique for emergency ascents. 
7. Know how to prevent the following conditions : 
(a) air embolism (b) CO, build-up (c) Oxygen poisoning 
(d) water shock 


NOTE; Before being trained or tested for this badge, you 
must produce a medical certificate of fitness. 


Gardener - STANDARD GRADE 


1. Over a period of 12 months cultivate a piece 
of ground not less than 25 square metres, 
Plant and grow successfully six kinds of 
vegetables and flowers from seeds or cuttings. 


2. Know the names and something about 12 different 
flowers, shrubs, or trees, pointed out by 
the examiner in an ordinary garden. 


3. Discuss with the Examiner the different treatment for bulbs, annuals, 


biennials, and perennials; and the planning of colour in a bed or 
border. 


4. Know how to make a compost heap and understand the principles of 
manuring, both natural and artificial. 


Gardener - wssrex cra 


1. Have passed the Gardener Standard Grade Badge 
and be prepared to demonstrate any of those 
Q requirements. 


2. Identify and have a general knowledge of six 
in each category of the following chosen by 
the examiner in a park or a garden, 


(a) trees (b) shrubs (c) herbaceous perennial 
(d) herbaceous annual (e) rockery plants 


3. Prepare and then discuss with the Examiner a plan for the layout of 
an herbaceous border with particular reference to continuity of bloom, 
colour schemes, and comparative height. 
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Plan a flower sequence for an ornamental bed to ensure blossom 
from October to March; or produce a plan for vegetable crops 


for a vegetable garden of not less than 25 square metres for 
one year. 


Show the Examiner a shrub or tree pruned by yourself and discuss 
the principles and purpose of pruning, budding, and grafting. 


Recommend the best varieties of the following for your neigh- 
bourhood. Be prepared to justify your choice. 
(a) four different kinds of fruit trees 


(b) four different kinds of edible berries 


Understand the importance of controlling plant pests and diseases. 
Demonstrate how to spray washes, use dusting powder, and apply 
grease bands etc. 


Demonstrate how to treat and care for the soil of your own garden. 


Geologist - STANDARD GRADE 


1. Collect at least twenty (20) different 
geological specimens in the field taking 
precautions to avoid damage to the specimens 
during transport, Each specimen should be 
numbered and accompanied by a label giving 
full particulars (number of specimen, exact 
locality, date collected, a suitable name or 
description of the specimen, and the name of 
the collector). The collection must be 

produced to the Examiner together with a notebook used in the 
field to record the information given on the labels and any 
additional observations that might be of geological interest. 


NOTE: The specimens should not be mounted, but each kept with 
its label in a separate box or small tray. 


(a) Know the difference between a rock, a mineral, a fossil, 

and a gem. 
(b) Know the difference between a sedimentary and an igneous rock. 
(a) Have a knowledge of the properties of a good geological hammer 


and know the precautions to be observed during sampling with 
a hammer to protect yourself and others from injury. 


(b) Be aware of (i) the need to protect the environment from 
unnecessary disfigurement; 


(ii) the rules and regulations applying to the 
preservation of rare specimens, declared 
national monuments, etc}; 


(iii) the need to obtain permission to collect 
specimens on private property; 
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and (iv) the dangers of straying into the vicinity 
of disused mines, and why they should be 
avoided, 


Demonstrate a reasonable ability to read a geological map, with 
the key provided, by describing the type of rocks likely to be 
encountered on a traverse pointed out by the Examiner on a 
geological map provided by the Examiner, 


Geologisl - ysrx cae 


1. Have passed the Geologist Standard Grade Badge 
and be prepared to demonstrate any of those 
requirements, 


2. Collect at least thirty (30) different geological 
specimens in addition to, and different from, 
those produced for the Standard Grade Badge. 
At least five of these should have been trimmed to 
a rectangular shape approximately the size of 
your hand. The complete collection (of at least 
50 specimens), together with the field book, should 
be shown to the Examiner, 


Do ONE of the following :; 


(a) Using a plane table, map an interesting geological feature 
on the ground in relation to any visible topographical point 
of reference. 


(b) Using any suitable measuring devices, make an accurate drawing 
of a vertical exposure of an interesting geological feature. 


(c) Produce a geological map of an interesting geological feature 


from a portion of an aerial photograph. 


In each case, the project must show the applicable scale, a suitable 
indication of direction, dips wherever practicable, and a proper 
key to the symbols and colours used. 


Demonstrate an advanced ability to read a geological map, with the 
key provided, by sketching the geological sections of short 
traverses pointed out by the Examiner on a geological map provided 
by the Examiner. The traverses are to include 

(a) one across a fault 

(b) one across a dyke 

(c) one across a cyncline or an anticline, and 

(d) one across an unconformity. 


In addition, you should be familiar with the terms "dip" and "strike". 


Identify at least six items in FOUR of the following sections from 
material (rock samples for sections (a) and (c); mineral samples for 
section (b); hand specimens, photographs and/or drawings for 

section (d); hand specimens and/or pieces of jewellery for section (e) 
provided by the Examiner 
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(a) Quartz (crystalline), feldspar, muscovite, biotite, pyroxene, 
hornblende, garnet. 


(b) Calcite, fluorite, pyrite, chalcopyrite, galena, magnetite, hematite. 
(c) Clay, coal, shale, sandstone, amygdaloidal lava, granite, gabbro. 


(d) A mussel, a snail, leaf impressions, a trilobite, an ammonite, ripple 
marks, dendrites. 


(e) Agate, tiger's eye, amazone stone, amethyst, rose quartz, diamond, 
emerald, ruby. 


Show a knowledge of the surface geology of Southern Africa with reference to 
at least four Stratigraphic Supergroups. 


Describe in outline two Southern African deposits of economic importance. 
If practicable, you should have visited at least one of these (going under- 
ground is not necessary). 


Explain the meaning of the term 'metamorphism’. 
Illustrate, by describing one example of each, the effect of: 


(a) geological forces (moving water, wind, sea waves, etc.) and 
(b) geological structure on topography. 


Guide -— STANDARD GRADE 


(c) 
(d) 


(e) 
(£) 


(g) 


(a) 


(b) 
(c) 
(d) 


1. Show that you have an intimate personal knowledge, 
gained through your own exploring and investigation 
of the locality around your Group Headquarters, or 
home, by marking the following on a street plan or map 


les which must be submitted to the Examiner. 
EITHER 


(a) Chief government and municipal/village buildings. 
(b) The location of doctors, vetinerary surgeons, 
dentists, hospitals and ambulance. 


Fire station, police station, service stations, and public telephones. 


Bus stops, railway station(s), and airport (if any), and the routes of buses 
and trains to surrounding areas. 


Main highways to neighbouring suburbs, cities, towns and villages. 


Schools, churches, synagogues, public parks, theatres, cinemas, museums, 
public conveniences, and any building or place of local interest. 


Your Group Headquarters, and the homes of your District Commissioner, Group 
Scoutmaster, Scoutmaster, Asst Scoutmasters, and the Scouts in your Patrol 
(if they live in the area covered). 


OR 


The houses, features and landmarks of an area of 5 kilometre radius from 
your village. 


Details of paths, trees, crops and streams in this area. 
Details of roads, main highways and tracks in this area. 


Buildings which house people of authority\in the vicinity. 


NOTE: The area to be covered is a 5 kilometre radius from your Group HQ or home 


in the country; 3.2 kilometres in towns/villages of up to 20 000 inhabitants; 
and 1.6 kilometres in towns/cities of over 20 000 inhabitants. 
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2, Satisfy the Examiner that you are able to guide strangers by day 
or by night to any of the places mentioned in (1) above without 
reference to your street plan or map. 


Guide - MASTER GRADE 


1, Have passed the Guide Standard Grade Badge 


h J and be prepared to demonstrate any of those 
requirements. 
rar 2, Produce evidence that you have thoroughly 
explored an area of at least five kilometre 


radius (not around your home or HQ) by 
submitting logs of your expedition(s) for 
ONE of the following specific objects. 


(a) Follow all footpaths, bridlepaths, and waterways shown on 
past and present maps and report on their present existence 
and condition, 


(b) Prepare a full report on the agriculture and industries of 
the locality and the use to which the land is put. 


(c) Make a full report on the history of the locality, giving 
particulars and the history of any antiquities or places of 
special interest, and the extent to which it is disfigured by 
modern developments such as advertising, etc. 

(4) Prepare a full report on the soil, trees, shrubs, flowers, 
birds, and animals found in the area. 


(e) Make a full report on not less than eight kilometres of 
navigable river or canal, including tides, channels, shoals 
or mud banks, local rules and customs, including "local rule 
of the road" and any regulations affecting the use of the 
waterways by Scouts. The report must include full details 
of two campsites adjacent to mooring places in the area. 


NOTE; The logs submitted must give the distance covered and 
be accompanied, as far as possible, by explanatory 
sketches, maps, and photographs. 


3. Using timetables where necessary, work out plans for travel by the 
shortest/quickest route to four different points in Southern Africa 
(south of the Limpopo River) chosen by the Examiner. Each of the 
four different journeys must involve using at least three different 
forms of transport. 


Handyman - STANDARD GRADE 


Do 10 of the following chosen by the Examiner: 


(1) Adjust an electric bell, replace electric 
s light bulbs, shades, and fuses. 


(2) Correctly join and tape together two pieces 
of insulated electrical wire. Demonstrate 
the international colour coding for three- 
core flex and correctly connect a three-pin 
plug. 
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(3) Adjust a toilet cistern to stop it overflowing. 

(4) Repair a gate or fence OR lay and adjust crazy paving. 
(5) Help to wallpaper a room. 

(6) Show how to use five important plumber's tools. 


(7) Demonstrate how to turn the water off (hot and cold) and fit a 
new washer in a faucet, 


(8) Clean out a sink trap. 


(9) Demonstrate the correct methods of using, cleaning, and storing 
paint brushes and rollers after use. 


(10) Prepare and paint any TWO of the following items (or similar ones) 
using satisfactory fillers, priming coats, covering coats, and 
finishing coats as necessary. 


(a) an exterior surface (e) a floor 
(b) an interior surface (£) a window frame 
(c) an article of furniture (g) a gate or fence 


(d) a concrete or cement wall 


(11) Drive in screws up to 38 mm without damage to wood or screws. 


(12) Divide lengthwise with an ordinary ripsaw a 25 mm board 1 metre 
long, the cut not to deviate from the line by more than 2 m,. 


(13) Sharpen a chisel and knives, 


(14) Oil and adjust a lawnmower, 


Handyman - MASTER GRADE 


p .1, Have passed the Handyman Standard Grade Badge and 
XY be prepared to demonstrate any of those 
6) requirements, 


2. Do SEVEN of the following chosen by the Examiner 


q (a) Re-hang a door and repair door fittings, 
including handles, locks, etc. 


(b) Distinguish woods in local use and know the nature and common uses 
of each. 


(c) Use the correct tools to make a housing, mortise and tenon and 
halved joint. 


(d) Demonstrate the correct method to sharpen a saw. 
(e) Glaze a window. 


(f£) Demonstrate the correct methods of using, cleaning, and storing 
a spray gun. 


(g) Know what precautions to take against frost and how to thaw out 
frozen pipes in a dwelling house, OR know what immediate steps 
to take in the case of burst water pipes or gas leaks. 


(h) Mix concrete and effect simple repairs with it. 
(i) Repair defective plastering, 
(j) Renew a sashcord 


(k) Paint a ceiling or paper/paint a room. 
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1. Have passed the Boatman Standard Grade Badge 
and be prepared to demonstrate any of those 
requirements. 


WV . 
r KS) 2. Recognise eight different types of sailing craft 
(not including square-riggers). 


3. Point out and name the parts of a sailing craft 
and the parts of sails (main and jib). 


Rig a sailing boat and point out and name the parts of the gear. Raise 
sail and prepare for sailing, 


Show that you are an efficient member of a sailing crew and take 
the helm and sail the boat on all points of sailing including 
getting under way and coming alongside. 


Know how to obtain weather forecasts and understand their importance. 


Understand capsize drill and the resuscitation of the apparently 
drowned, 


Be able to correctly tie the following 
(a) Figure-of-eight knot 
(b) Double Sheetbend 


(c) Running Bowline 


Helinsiman  - vesmr cw: 


1. Have passed the Helmsman Standard Grade Badge 
and be prepared to demonstrate any of those 
requirements, 


2. Have passed the Rescuer Standard Grade Badge. 


3, Explain the difference between running and 
standing rigging, mast and spars for ketch, 
yawl, and cutter. Identify the different 
types of sails used on sailing craft (not 

including square-riggers). 


Read a chart and plot a position, 


Know the International Racing Rules and the Beaufort Wind and 
Sea Scales. Know at least two natural signs for fine weather 
and characteristic signs for approaching bad weather in your local area. 


Be able to sail the boat in any direction on all points of sailing, 
and demonstrate how to tack, wear, reef, make and shorten sail, 

and be able to get under way and come alongside from any direction, 
anchor safely, and be able to sail up to and make fast to a buoy. 


Take charge of a boat with a crew, take the boat away, steer a short 
compass course and pick up a small object from the water taking into 
account both wind and tidal conditions. 
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Whilst afloat, make up and use a form of jury sea anchor from 
available materials in the boat. Understand its use in an 
emergency. 


Have a working knowledge of the theory of sailing. 


Log at least 10 hours of sailing in varying conditions over a 
period of three months as a member of a crew and probationary 
Helmsman since passing the Helmsman Standard Grade Badge. 


(The Log must be certified by your Scoutmaster) 


OR 


Compete, as helmsman, in three series of yacht races held under 
the South African Yacht Racing Association rules, 


(Your Log of these races must be counter-signed by the Bridge crew) 


H ; k @ = STANDARD GRADE 


(2) 


(3) 


(4) 


(5) 


(6) 


(1) Compile lists of the personal equipment needed 
to cater for ALL weather conditions for a 
hiking expedition at 


(a) high level in mountains (b) low level 
Allowance must be made for the effects of wind, temperature and humidity. 


Discuss with the examiner the use of and advantages/disadvantages of 
different types of 


(a) lightweight tents (b) sleepingbags (c) stoves (d) rucksacks 


Draw up a lightweight menu and the associated quantities of food required 
for a party of 4 undertaking a mountain hike for 3 days. (3 breakfasts, 
3 lunches, and 2 suppers) 


Have a knowledge of individual walking skills (pace, rhythm, foot 
placing, conservation of energy, balance, and co-ordination) ; 

party skills (leader and tailman, psychology of the group, need 

for party to remain together); and the procedure to be followed 

by the party on difficult terrain (eg on scree, narrow ridge, steep 
broken slopes). 


Know the procedure governing access to Forestry Reserves, Parks Boards, 
and Wilderness areas, and the rules regulating behaviour whilst hiking in 
these areas. Know the correct procedure, both before and after the 
hike, when the hike route traverses private property. 


With other Scouts (group not to exceed 8) hike 60 kilometres over 
country tracks/trails, or across country, as far as possible. The 
hike(s) may be undertakwn over 60 continuous kilometres in one hike, 

or over no more than 3 separate hikes where no hike is shorter than 

20 km. Three overnight camps must be included. A brief record of 
the routes, distance hiked, names of party, dates etc must be presented 
to the examiner. 
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(1) Have passed the Hiker Standard Grade Badge 
and be prepared to demonstrate any of those 
requirements, 


(2) Be able to deal with the following special 
mountain hazards ; 


(a) Exposure 


(i) Have an understanding of the causes of the condition 
known as "exposure" or "hypothermia". 


(ii) Be able to recognise the signs and symptoms exhibited 
by "exposure" cases, 


(iii) Have an awareness of the basis for prevention of "exposure". 


(iv) Have an awareness of the methods of emergency treatment of 
an "exposure" case in the field. 


(b) Lightning : Have an understanding of the conditions, its signs, 
symptoms, prevention, and treatment, 


(c) Heat Exhaustion : Have an understanding of the condition, its 
i olson ead : 
Signs, symptoms, prevention, and treatment. 


(3) Have an elementary knowledge of weather including, for example, the 
interpretation of a weather map recognising areas of high pressure, 
depressions and frontal systems, major cloud forms, and know the 
weather associated with each, Know the sources of information on 
weather (eg the press, radio/television broadcasts, airports), and 
the importance of obtaining a forecast before undertaking a high 
level mountain hike, 


(4) Know the procedure to be followed in the event of accident on a hike. 


(5) Have a thorough knowledge and awareness of the function and 
responsibilities of the party leader, 


(6) On a map(s) of scale 1:50 000 covering unfamiliar terrain, plan a 
hike(s) covering 100 kilometres, The hike may be over 100 
continuous kilometres on one hike, or it may be over no more than 
4 separate hikes, where no hike is shorter than 20 km and where a 
total of 100 km is hiked. At least three overnight camps must be 
included. Discuss with the examiner your choice of route, selection 
of campsites, escape routes (if applicable), bad weather alternatives, 
and sources of aid (telephones, farmers, Forestry Stations etc). 


With other Scouts (group not to exceed 8), hike the 100 kilometre 
route(s) planned. The hike(s) as far as possible must be over country 
tracks/trails, or across country. Keep a rough log on the hike(s) 
and on return discuss the effectiveness of the planning, points of 
interest, weather etc, with the examiner. 


NOTE; (The 100 km hike(s) for this test is/are in addition to 
the 60 km hiked for the Hiker Standard Grade Badge) 
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Hobbies — STANDARD GRADE 


Do ONE of the following alternatives (A to D). 


A, Bind a book, including the following operations 
, (a) Prepare the parts or sections for sewing 
and sew sections on tapes. 


(b) Fold and paste on end papers, glue, and line 
with mull, round the back,and add the second 
lining, 


(c) Cut boards and cover with cloth or paper and 
put book into case. 


B, (a) Set up by yourself a handbill or page of type and produce 
machined prints, 


(b) Understand the printers’ correction signs and demonstrate a 
knowledge of the names of different paper sizes and their 
measurements, 


C. (a) Execute some work in beaten brass, copper, or sheet-~iron. 
(b) Explain the composition and properties of solders and fluxes, 
(c) Exhibit the tools used and demonstrate the use of each. 
D. (a) Either (i) sole and heel a pair of boots or shoes, either 
sewn or nailed. 


OR (ii) produce an article of practical use in basket, cane, 
rushes, or straw made entirely by yourself. 


(b) Have a general knowledge of how the raw material used in (i) 
or (ii) above is obtained and how it is prepared for working. 


Hob bles - vssme coz 


Q (1) Have passed the Hobbies Standard Grade Badge 


and be prepared to demonstrate any of those 
— requirements, 


ip (2) Present evidence that you have successfully pursued 
one of the following for not less than 12 months 
after passing the Hobbies Standard Grade Badge, and 
produce six appropriate articles made by yourself. 


(a) Basketwork (b) Bookbinding (c) Leatherwork (d) Metalwork 
(e) Printing (£) Woodwork 
(3) Discuss your work with the Examiner with particular reference to 
(a) Tools and material used. 
(b) Possible projects for the future, 


(c) Sources of information which you have consulted. 
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Homecralé - swxww caw 


—- (1) Prepare and paint a door or gate. Clean brush 
afterwards, 


(2) Demonstrate your ability to sharpen knives and 
to clean cutlery, 


(3) Wash and iron a complete Scout uniform. 


(4) Prepare indoors a three-course meal for consecutive 
servings to four persons, In addition, tea or 
coffee must be served with the meal. Clean up 
afterwards, 


(5) Mix the dough and bake a loaf of bread, 
(6) Clean an electric stove including the plates and the oven. Know the 
safety precautions to be taken. 
OR 
Clean, lay, and light a coal or paraffin stove. 
(7) Wash and polish a car. Clean the interior. 
(8) Wash and groom a dog, 


(9) Demonstrate the correct method of making up a bed, 


Homecraleé  - sme cu 


(1) Have passed the Homecraft Standard Grade Badge 
and be prepared to demonstrate any of those 
2 requirements. 


(2) Investigate how to buy a used car. Make a report on 
; (a) Where you go for information. 
(b) The best time to buy. 
(c) Difference in price compared to a new car. 
(d) Risks you take when you buy. 


(e) Three different types of credit institutions where money can 
be borrowed to buy it. Explain differences in costs. 


(£) Guarantees and service arrangements offered. 


(g) Differences in costs of operating various models. 


(3) Bake a cake and ice it. 


(4) Repair defective plastering or a break in a cement path, driveway, 
garage floor, or in an asphalt surface. 


(5) Make a budget for yourself for 90 days. Keep a record of income 
and expenditure for that period, Review it and report. 


(6) Put a neat patch on a garment, 


(7) Mow the lawn, and generally tidy and neaten a garden 


OR 
Make repairs to garden tools, 
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(8) Effect minor repairs to furniture, such as broken castors, 
glueing joints, minor upholstering repairs. 


(9) Glaze a window and clean all the windows in a house. 


Home Nursing ~ STANDARD GRADE 


(1) 


(2) 
(3) 


(4) 


Demonstrate how to prepare and ventilate 
a sick room. 


Demonstrate how to bed-bath a patient. 


Demonstrate how to take temperature, pulse, 
and respiration. 


Demonstrate how to administer medicine and 
inhalations following the directions exactly 


and know the necessary precautions to be taken in the handling 
and storage of drugs and medicines. 


(5) Demonstrate how to prevent bed sores. 


(6) Demonstrate how to prepare dressings and how to apply a roller 
bandage to hand, knee, and foot. 


(7) Demonstrate how to (a) prop up a patient in bed and make the 
patient comfortable in a sitting position. 


(b) Refill a hot water bottle and place it in a position where 


it is needed. 


Home Nursing - MASTER GRADE 


(1) 
f p 
? (2) 
Nf 
(3) 


Have passed the Home Nursing Standard Grade 
Badge and be prepared to demonstrate any of 
those requirements. 


Make a bed and change the sheets with the 
patient in it. 


Know the precautions to be taken when nursing 
an infectious disease in the home, and understand 


how to keep healthy and clear of infection. 


(4) Have a knowledge of special diets and their preparation for 


sick people. 


(5) Have a knowledge of the functions of the main organs of the 


body. 


(6) Demonstrate how to prevent a person having an epileptic fit from 


injuring himself. 
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(7) Name three diseases against which a baby should be 
immunised. 


Horseman - STANDARD GRADE 


(1) Name the 15 main points of a horse. 


(2) Name four leading breeds of horses. Explain what 


RS each is noted for. 
(3) Show how to lead a horse from a stall, corral, or 


field and saddle and bridle it correctly, Ride 
the horse at all paces. 
(4) Show how to groom, pick out feet, and care for a horse after riding. 


(5) Describe the right way to feed the horse you use for this test, 
Explain why the amount and kind of feed will be changed according 
to the work and the kind of horse it is. 


(6) Demonstrate the correct method of schooling a horse. 


Hors Cin Gi) - MASTER GRADE 


YY (1) Have passed the Horseman Standard Grade Badge 
and be prepared to demonstrate any of those 


g — “ere requirements, 
N\ fi 
p (2) Jump an ordinary fence on horseback, saddled 


and bareback. Show a horse in hand. 
gS (3) On level ground, continuously do the following 
movements. Do them correctly, at ease, and 
in sympathy with the horse : (a) mount (b) walk the horse 


in a straight line for 30 m (c) make a half circle of not over 

5m (d) trot in a straight line for at least 30m (e) make a 

half circle of not over 6m in radius at a trot (f) canter ina 
circle 6 m in radius on proper lead (g) change direction. Either 
reverse at canter and change leads or come down to a walk, reverse, and 
take up canter on proper lead. (h) halt straight (i) back up 
straight four paces (j) halt and dismount. 


(4) Describe the symptoms of colic. Describe four other common horse 
ailments. Show a knowledge of their correct treatment. 
(5) Name three main defects of the feet and legs. Explain how to 


detect them. 


(6) Demonstrate how to clean and care for saddlery. 
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(1) Attend or have attended a Patrol Leader 
Training Course. 


(2) Show evidence of having trained at least 
one Scout up to Pathfinder Badge level (ie 
through Tenderfoot and two Test Achievements 
from the Blue group). 
Plan and run at least two of the following 
(a) a Patrol Camp Fire 
(b) an afternoon or evening expedition for three or more Scouts. 
(c) a visit to a factory, newspaper etc by a Patrol. 
Do the following 
(a) devise-and produce a Camp Fire sketch for your Patrol. 


(b) take part in a debate, or take a leading role in a discussion 
on a prepared topic. 


leader - wer can 


LP LT LALIT 
Patavaay 


(3) 


(4) 


(5) 


(6) 


p (1) Have passed the Leader Standard Grade Badge 
and be prepared to demonstrate any of those 
Q requirements. 


(2) In discussion with the Examiner, show a good 
0 knowledge and understanding of the Functional 
Approach to Leadership (John Adair) in 
analysing what a leader does to make himself 
effective. Be able to draw and explain the three-circle diagram. 
Know the various styles of leadership and the need to adopt the 
appropriate style according to the situation. 


Demonstrate the Functional Approach to Leadership in action when 
acting as leader in 


(a) Planning and running a function such as a Troop Camp Fire, 
large-scale Troop expedition, Troop Dinner etc. 


(b) Planning and running a successful Patrol Camp or Patrol Hike 
of at least two nights duration. Submit all the necessary 
plans and reports to the Examiner. 


(c) Leading a Patrol on an adventure journey of at least three 
hours duration which includes at least six incidents such as 
rescues from fire or heights, compass work, physical obstacles, 
night work, decoding etc. 


Show evidence of having trained at least one Scout in the tests for 
the Second Class and First Class Badges. 


Give a talk of more than 10 minutes duration to an adult 
audience on any subject of your choice. 


Snow that you are putting the Functional Approach to 
Leadership into practice in your Troop and school. 
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leather Worker - sw cx 


(1) Describe three methods of tanning leather. 
Tan a piece of raw leather. 


(2) Collect samples of any four of the following 
kinds of leather and describe their chief 
characteristics and the best uses of each : 


Calf, Cowhide, Goatskin, Skivers, Pigskin, 
Sheepskin, Steerhide, and Ostrich. 


(3) Name and describe the function of five tools used 
for leather-work. 


(4) Produce an article of practical use which was designed, modelled, 
and stained by yourself. 


leather Worker - stk aE 


(1) Have passed the Leather Worker Standard Grade 
Badge and be prepared to demonstrate any of 
those requirements, 


(2) Demonstrate your ability to do the following 


(a) tooling (b) embossing (c) inlay 

(d) applique (e) cut-out (f£) open design 
(g) carving (h)~ skiving (i) lacing 

(j) stitching (k) eyelet setting (1) finishing 


(3) Know and correctly use the following tools used in leather-work. : 


(a) awl (b) mallet (c) modeler (d) drive punch (e) edge beveler 
(£) edge creaser (g) eyelet setter (h) push beveler (i) tracer 
(j) leather knife and stippler 


(4) Make an article in leather acceptable to the Examiner which involves 
using at least six of the methods described in (2). 


(5) (a) Demonstrate how to dress a saddle, and how to repair traces 
and stirrup leathers. 


(b) Name the various parts of a harness. 


(c) Describe the different kinds of leather used in saddlery. 


Lingulsé ~ sro cup 


Pass the following tests in two languages other 
than your home language. Two of these three 
languages must be English and Afrikaans. 


(1) Carry on a simple conversation for three minutes 
in each of the two languages other than your 
home language. 


(2) Write a simple letter of at least 100 words in each 
of the two languages other than your home language. 
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(3) Translate from each of the two languages into your home language, 
in your own time and with the help of a dictionary, an easy passage 
from a book or periodical, (Scout literature should be used 
where available). 


Linguist ~ MASTER GRADE 


(1) Have passed the Linguist Standard Grade Badge 
and be prepared to demonstrate any of those 
requirements. 


Pass the following tests in two languages other 
than your home language. Two of these three 
languages must be English and Afrikaans, 


(2) Carry on a simple conservation in each of the two 

languages other than your home language, The 
conversation should last about 10 minutes and should introduce some 
of the basic Scout vocabulary (eg the word for Scout, Patrol, camp, 
tent etc). 


(3) Write a letter of about 300 words in each of the two languages, other 
than your home language, dealing with a simple Scout topic chosen by 
the Examiner. 


(4) Read aloud and intelligently a paragraph of average difficulty from 
a book, newspaper, or periodical, in each of the two languages other 
than your home language, Give an appropriate translation of the 
paragraph in your home language without the help of a dictionary. 


Mapp ‘ag - STANDARD GRADE 


(1) Have passed the Compass and Mapping Achievement 
from the Red group, Be able to carry out any 
of these tests at a higher level of proficiency 
(for example, by measuring faster and more accurate- 
ly several distances between points indicated 
by the Examiner on maps of different scales). 


(2) Know the hiking speeds to be expected of your 
Patrol when hiking in different terrains and 
with varying rucksack weights. Apply this 
knowledge to a variety of hiking routes indicated on maps by the 
Examiner, 


(3) Understand how topographical maps are made. Be able to identify 
familiar features on an aerial photograph or orthophotomap, 


(4) Know what maps are available covering your home area (1:50 000; 
1: 10 000; and street maps) and hiking areas selected by yourself. 
Know where they may be purchased. Know what information each of 
these maps can and cannot provide. Understand the importance of 
choosing the appropriate type of map for each task, and the 
importance of using the latest information available, 


(5) Understand how a contour map can provide information on the inter- 
visibility of points, and the gradient of slopes, Explain the 
difficulty various gradients represent to different forms of 
transport. Draw a rough cross-section between points specified 
on a map by the Examiner. 


(6) Make a rough panoramic sketch of what can be seen from a viewpoint 
specified by the Examiner on a 1:50 000 map of an area unfamiliar 


to you. itiiie 
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(7) Show a knowledge of backbearings. Carry out an exercise 
specified by the Examiner to test this knowledge. 


(8) Make a map to scale 1:500, using either a compass or an 
improvised plane table, of a fairly open area of land about 
4 hectares in extent specified by the Examiner. The area 
should be of such complexity that, if the plane table method 
were used, a baseline with at least two legs would be required, 
and approximately 100 sightings (total of sightings from all 
stations) and approximately 50 other measurements must be taken. 
Land use, roads, paths, individual buildings, telephone booths, 
fire hydrants, and post office letter boxes are to be shown. 
Rough maps and field sheets must be produced for inspection 
by the Examiner. 


In rural areas, the Examiner will specify the amount of detail 
required go provide a test of equivalent difficulty. 


NOTE : As a yardstick, the average Scout ought to spend about 
six hours working on his map. 


Mapping — MASTER GRADE , 


1. Have passed the Mapping Standard Grade Badge 
and be prepared to demonstrate any of those 
requirements, with the exception of Test 8, 


S Ne at a higher level of proficiency. 
N 7 Understand the grid reference system based on 
Rh zero X at the equator and zero Y at a line of 


longitude used by land surveyors in South Africa 
and shown on all maps of the 1:50 O00 and 

1:10 O00 series. Carry out an exercise set 

by the Examiner to test this knowledge. 


3 Make a strip map to scale 1:2 000 of a two kilometre section of road 
specified by the Examiner. Show all the main features which are 
visible for a reasonable distance on each side of the road. Field 


records must be kept in a systematic manner and field sheets or field 
books must be produced for inspection. 


Marksman - srw caw 
1g 


Produce two targets fired by yourself within 
the previous four weeks for any ONE of the 
following tests, either concurrently or 
preferably on different dates, showing that on 
occasions you obtained not less than the 
minimum score indicated. The targets must 

be certified by your instructors. The edge 
of the shot-hole nearest to the centre of the 
target will decide the value of the hit. 


Test 1. Small bore rifle (.22): Any single-loading type, any 
sights except telescopic; position prone,sling may be used. 
Ten shots at the following range : 


Minimum Score :80 at 25 m Target : .22 School Target. 
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Test 2. Air Rifle (+ 4,5 mm) : Any single-loading type, any 
sights except telescopic, position standing or prone, sling may 
be used. Ten shots at the following range 


Minimum Score : 75 at 10 m_ Target : International Air Rifle 


(NOTE: When using air rifles, care must be taken to position 
the targets so that pellets do not rebound to the 
danger of the marksman's eyes). 


Ze Know the usual safety-first rules for rifle shooting. Name the 
parts and explain the functions of the rifle. Demonstrate the 
care and cleaning of the rifle, 


3% Know the local regulations dealing with the owning, carrying, and 
use of a firearm. 


Marksinada  - vse crx 


Ls Have passed the Marksman Standard Grade Badge 
and be prepared to demonstrate any of those 
requirements, 


Die Show improved accuracy and proficiency above 
the standard required for the Marksman 
Standard Grade Badge. 


3 In discussion with the Examiner, demonstrate 

that you understand the responsibility of 
owning a gun particularly in regard to your own safety and that 
of others and its care and safe-keeping. 


4, Explain how guns are related to wildlife conservation. 


Master-at- Arins STANDARD GRADE 


dle Demonstrate your proficiency in ONE of the 
following 


(a) Singlestick (b) Quarterstaff (c) Fencing 
(d) Boxing (e) Wrestling (f) Gymnastics 
(g) Tumbling (h) A recognised form of self-defence 


such as Judo or Karate 


NOTE: In all the 'contest' events you must have taken part in an 
encounter under proper ring conditions and be able to name 
and demonstrate the correct methods of attack and defence. 
In gymnastics you must carry out 12 exercises of your own 
choice using the appropriate apparatus. 

In the tumbling you must perform the following to a good 
standard 
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(a) Dive and forward roll over a staff at waist height. 
(b) Dive and forward roll over 5 boys crouched on hands and knees. 


(c) Shoulder mount on a selected partner and then remain balanced 
for 30 seconds with your arms extended. 


(d) Cartwheel 
(e) Backroll on to your feet. 


(£) Perform with a selected partner any three double stunts 
(eg double roll, two high falls etc). 


2. Give evidence that you have been in training for the selected 
activity for a period of not less than six months. 


Master- at- arms - MASTER GRADE 


Have passed the Master-at-Arms Standard Grade 
Badge and be prepared to demonstrate any of 
those requirements. 


2 Demonstrate your proficiency in an additional TWO 
of the alternative activities set for the Standard 
Grade Badge. 


Bis Give evidence that you have been in training for 
these additional two activities for a period of 
not less than six months. 


Mechanie - STANDARD GRADE 


ne Demonstrate the correct way to use the following 
tools 


Screwdriver, ball peen hammer, pliers, cold chisel, 
centre punch, files (flat, round, half-round and 
square), hacksaw, calipers (inside and outside), 
rule, scriber, square and feeler gauge. 


2 Demonstrate the correct way to use the following 
spanners 


Open end, spark plug, box, socket, ring, and Allen Key. Know the 
vaious types of nuts and bolts and the correct spanner to use on each. 


i Demonstrate that you understand the working and the controls on a motor 
cycle or moped and know the names and functions of the principal parts. 
Diagnose simple running faults such as : misfiring, choked jet, 
incorrect mixture, and over-oiling. Correct these faults. Carry out 
a prescribed routine service on your machine; adjust a slack driving 
chain; a slipping clutch; brakes; and lights. An equivalent test 
with a motor lawn~mower may be substituted. 
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4. Mend a puncture and demonstrate the correct use of a tyre pressure 
gauge. 


Mechanic — srr cw: 


Ls Have passed the Mechanic Standard Grade Badge 
and be prepared to demonstrate any of those 
requirements, 


2. Do ONE of the following alternatives (A or B). 


A. (1) Demonstrate that you understand the 
working of the internal combustion 
engine and know the names and functions 
of all the principal parts of a motor 
car engine. 


(2) Demonstrate how to lubricate a motor car, including gear-box, 
sump, and back axle. Top up the battery, Check the order 
of firing. Clean and test the spark plugs; check and set 
the contact points; check and set the timing; adjust the fan belt. 
Remove the engine head and demonstrate your ability to decarbonise, 
grind valves, and adjust tappets. Replace the engine head correctly 
and securely. 


B. An equivalent test with agricultural machinery involving its 
operation, adjustment, and maintenance. 


Metal Worker - :x90xo cw: 


Lv. Show a knowledge of the tools that are 
necessary in your field of metal work. 


va Use tin cans to make two useful things that 
need cutting, bending, and edging. 

Ss Show you can use the tools correctly by 
making some useful or decorative article in 
metal. 

4, Demonstrate that you have a knowledge of brazing. 


welding, and soldering, and the use of fluxes, 


5. Explain and demonstrate the precautions to be taken when using 
electric grinding and drilling machines. 


Metal Worker - wsmx caw: 


1. Have passed the Metal Worker Standard Grade 
Badge and be prepared to demonstrate any 
of those requirements. 
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Do either Test (2) or (3) Scout Proficiency Badges 
(a) Demonstrate proficiency in soldering. 


(b) Make three useful or decorative articles in brass, copper, or pewter 
that will demonstrate your proficiency and imagination in patternwork. 


(a) Demonstrate proficiency in welding or brazing. 


(b) Make three useful or decorative articles in metal that will demonstrate 
your proficiency and imagination. 


Micro Computer — sion cue 
ty 


Present evidence of your involvment in a computer 
project over a period of at least three months. 


2. Discuss with the Examiner the hardware components of 
a micro computer, and the input, output and storage 
devices that can be attached to a micro computer. 


3. Understand the following terms: Hardware, software, 
memory, storage, peripheral device. 


Write a computer programme defined by the Examiner, which should include the 
Sequence, Selection and Iteration structures, and the Input, Output and 
Expressions in assignment. The programming language and the computer on which 
it is used shall be the candidate's own choice. 


Know how to care for diskettes, and the importance of keeping back-up 
copies. 


Micro Computer - MASTER GRADE 
1. 


Present evidence of your involvement in a computer 
project for at least six months since passing the Standard 
Grade Badge. (This project could be an extension to the 
project used in the Standard Grade Badge). 


2. Have a knowledge of different software languages and 
makes of hardware currently available. Discuss with the 
Examiner the merits and demerits of each. 


3. Discuss with the Examiner the applications for which micro 
computers can be used. 


Write a computer programme (in the language of your choice) defined by the 
Examiner, which shall be of a higher standard than the programme required for 
the Standard Grade Badge. This test can be an extension to the Standard Grade 
Badge programme to include validation of input, formatting of output, etc. 


Explain the advantages of diskettes as a storage medium as opposed to cassette 
tapes. 


Draw a flowchart for the programme written for Test 4. 


Model Aero Engineer - STANDARD GRADE 


1. Construct a model aircraft ( use of kit permitted) 
which shall have the following free-flight performance: 


Glider (hand launched) 28 seconds 
Glider (tow launched with 50 m 45 seconds 
maximum line length) 

Rubber-powered 30 seconds 
Engine-powered (15 seconds 60 seconds 


maximum motor run) 
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Control line - Demonstrate your model by making a smooth take-off, a flight 
of three laps at approximately two metres, climb and dive,and make a smooth 
landing. 


2. Have a knowledge of the basic principles of flight, including the three axes 
and their effect on stability and control. 


Model Aere Engineer — MASTER GRADE 


(g) 


(h) 
ee) 


Make any TWO of the following. One of them shall be of 
your own design accompanied by your working drawing. 
The use of a kit is permitted for the second model: 


(a) Rubber-powered model to fly for 60 seconds. 


(b) Glider (tow-launched with 50 metre maximum line) 
to fly for 90 seconds. 


(c) Glider (hand-launched) to fly for 40 seconds. 
Engine-powered (15 seconds maximum motor run) to fly for 120 seconds. 
Waterplane (to rise off water) to fly for: 

(i) Sea-plane 40 seconds (ii) Flying-boat 20 seconds 


Flying scale model to fly for 20 seconds. 


Control line - Start and get model airborne in 5 minutes. Fly at least 


15 laps, demonstrating control of the model by performing such manoeuvres 
as are appropriate to its type, and make a smooth landing. 


Examples of manoeuvres: Scale - climb and dive 
Stunt - climb, dive and loop 
Speed - 10 laps, level at 3 metres 


Hovercraft to travel over the water for 20 seconds. 


Helicopter to fly for 40 seconds. 


2. Discuss the models with the Examiner with special reference to the methods 
of construction and the general aerodynamic principles affecting models, eg 
lift/drag ratio etc. 


Model Englneer - STANDARD GRADE 


1. Prepare drawings for a model to a suitable scale showing 
side, top, rear, front and section views with main 
dimensions. 


2. Build and paint a three-dimensional model based on these 
drawings. Kits may not be used. 


Model Engineer — - sre ca 


1. Have passed the Model Engineer Standard Grade Badge and 
be prepared to demonstrate any of those requirements. 


2. Prepare detailed plans for two working models. 


3. Build and paint these models and demonstrate their 
possibilities im action. Kits may not be used. 
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Motorboatman  - xx0x cw: 


1. Have passed the Boatman Standard Grade Badge. 


2. Perform the following as a member of a power-boat crew: use a boat hook; 

moor and let go at a buoy or jetty; anchor and weigh anchor; correctly load 
the boat with passengers and/or stores; deckhand 
duties in a nautical manner. Keep watch both at 
anchor and underway. 


3. Show that you know the safety rules for power boating, 
including the proper use of firefighting appliances 
and 'man overboard' drill. 


4. Take part as a crew member in an expedition of eight 
hours duration covering one of the following: 


(a) Chart or map-making 
(b) rescue duty 
(c) water skiing 


(d) study of water fowl, riverside birds etc, including nesting and feeding 
habits. 
(e) fishing 


Submit a log with illustrations and details of crew duties performed. 


Motorboatman - MASTER GRADE 


1. Be at least 16 years of age. 


2. Have passed the Motorboatman Standard Grade Badge and 
be prepared to demonstrate any of those requirements. 


3. Have passed either the Boatman or the Helmsman Master 
Grade Badge. 


4, Have passed the Rescuer Master Grade Badge. 


5. Have served six months as a crew member of a powered 
craft since passing the Motorboatman Standard Grade Badge. Log a minimum of 
10 hours. 


6. Know the rules of the road for all craft, and know the local regulations 
affecting power boating in your area. Show that you are familiar with Rules 
902 and 903 of P.O.R. relating to boating. 


7. Have a knowledge of the working of the internal combustion engine, both petrol 
(as in the case of outboard motors) and diesel. Know the names and functions 
of all principal parts. Maintain and service the engine of the power craft 
you use. 


8. Show that you know how to run a motorboat by demonstrating afloat the following 
the right way: 


(a) Get in the boat. 
(b) Examine the condition of the following safety gear: 


Life-saving device for each person aboard. Fire extinguisher, lights, 
oars or paddles, tool kit. Extra shear pins and spark plugs. Horn, 
whistle, or other sound signals. Compass. Anchor and line. Safety 
chain (for outboard motor). First Aid Kit. Bilge pump or similar device 
that can be used for bailing. 
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(c) Fuel and check the engine before starting. 


(d) Start the engine, give the proper commands, and get under 
way from a buoy or a jetty, 


(e) Run a straight course for half a kilometre. Make right-angle 
turns, left and right, Make a U turn. 


(£) Stop the boat. Drop anchor, Raise it. Get under way. 


(g) Give the proper commands, come alongside a jetty or buoy. 
Tie up or take boat from water. 


9. Change the shear pin of an outboard motor whilst the boat is 
drifting in open water, 


10, Show that you have a knowledge of the principles of the action of 
the propellor in the water, both single and twin screw. Know how 
the position of the rudder affects the control of the craft when 
moving ahead or astern. 


11. Plan and lead an expedition of eight hours duration covering ONE 
of the following 


(a) chart or map-making (b) rescue duty (c) water-skiing 


(d) Study of water fowl, riverside birds etc, including 
nesting and feeding habits, 


(e) fishing 


Submit a log with illustrations giving details of crew and 
crew duties. 


(NOTE: This test is in addition to the one in which you took part 
as a crew member for the Motorboatman Standard Grade Badge) 


Musledam - sraxwazo crane 


ae Do ONE of the following alternatives 
(A or B) 


A.(1) Demonstrate that you know the meaning 
of time signatures and the ordinary 
musical signs denoting pitch and length 

Va of notes in staff notation, 


(2) Read at sight three simple test tunes, 
either singing unaccompanied or playing 
on an instrument. 
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(3) 
(4) 
(5) 


B. (1) 
(2) 
(3) 


(4) 


NOTE: 


Musician 


Q 


(2) 


NOTE: 


(3) 

(4) 
B. (1) 

(2) 
Note: 


Gy (I) 
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Play two tunes chosen by yourself, one fast and one slow, 
on a pipe or other instrument. 


Recognise three out of six popular tunes hummed or played 
by the Examiner. 


Show that you have a reasonable knowledge of the history 
and works of at least two major composers, 


Show that you can tune your pipes properly. 
Play a march, strathspey, and reel of your own choice. 


Recognise three out of six popular tunes, hummed or 
played by the Examiner. 


Show that you have a reasonable knowledge of the history 
of the pipes, 


Where Northumbrian or Irish Pipes are used, alternatives 
may be accepted at the Examiner's discretion. 


- MASTER GRADE 


Lis Have passed the Musician Standard Grade Badge 
and be prepared to demonstrate any of those 
requirements. 


Ze Do either A or B or C 


LD PLT LD 


A. (1) Play two solos at sight chosen by the 

Examiner on any recognised musical instrument. 
(NOTE: Jews’ harp and percussion instruments other 
“~~~ than drums are not permitted). 


In the case of a solo instrument produce a concerted item 
with others, or another solo of different speed and type 
from the first. 


A certificate that you are a regular member of an orchestra 
may be accepted instead. 


Recognise four out of six popular tunes played by the Examiner. 


Show a knowledge of the history and works of at least three 
major composers or performers on your own instrument, 


Submit to the Examiner three sets of march, strathspey, and 
reel tunes, and be prepared to play any of these on your 
pipes as selected by the Examiner. 


Recognise four out of six popular tunes played by the Examiner. 


Where Northumbrian or Irish Pipes are used, alternatives may 
be accepted at the Examiner's discretion. 


Be a member of a Band in which you have served for the 
minimum of six months, either at school, in your Scout Group, 
or other organisation; and provide proof of regular atten- 
dance. 
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(2) If a member of a uniformed, marching Band 


(a) Present yourself for examination in full and correct 
Bandman's uniform, and demonstrate an understanding of 
why a Bandman's turnout should be smart and correct. 


(b) Demonstrate your proficiency in basic drill movements 
including marking time, turns, wheels, counter-marching 
and carrying of instruments; in both quick time and 
slow time, 


(3) Present your instrument and accessories for inspection and 
demonstrate your ability to perform routine maintenance and, 
where applicable, tuning of your instrument. 


(4) Take part satisfactorily in six different marches, playing 
one of the undermentioned instruments : 


SIDE DRUM (a) Beat in 2/4 and 6/8 time. 
(b) Play "off" beats in 2/4, 6/8 and 3/4 time. 
(c) Play a good class roll in the following form : 


(i) 3 pace roll (ii) 5 pace roll (iii) 7 pace roll 


(d) Show a good stick drill when playing at the 
halt and on the march. 


TENOR DRUM (a) Beat in 2/4 and 6/8 time. 
(b) Play "off" beats in 2/4, 6/8 and 3/4 time, 
(c) Play a good class roll in the following form : 


(i) 3 pace roll (ii) 5 pace roll (iii) 7 pace roll 


(d) Show a good stick drill when beating at the halt 
and on the march, 

(e) March over a distance, not less than 50 metres, 
beating a strict 116 paces to the minute. 

(f£) March over a distance, not less than 50 metres, 
beating in slow time - 65 paces to the minute. 


BASS DRUM (a) Show a good stick drill when beating at the halt 
and on the march. 
(b) March over a distance, not less than 50 metres, 
beating a strict 116 paces to the minute. 
(c) March over a distance of not less than 50 metres, 
beating in slow time - 65 paces to the minute. 


BUGLE OR (a) Demonstrate an understanding of the terms ‘attack’ 
TRUMPET and ‘tone’, 


(b) Perform 'tongue' and 'slurred"' notes. 

(c) Play as solo three of the following 
"Sunset' or 'Retreat'; ‘Last Post' or 'Second Watch'; 
"Reveille'; ‘General Salute', or 'Cookhouse', 


FLUTE OR (a) In respect of the six marches (Rule 4 above) these 
FIFE marches should be : 


(i) At least two marches in 2/4 time. 
(ii) At least two marches in 6/8 time. 
(iii) A slow march or slow air. 
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DRUM MAJOR 


Scout Proficiency Badges 


These marches are to be played whilst actually 
marching along and, if necessary, may be accompanied 
by other flutes or fifes to complete harmonics. 


(b) Play two solo pieces of your own choice. 


Play two solos of your own choice, 


(a) Show good cymbal drill when playing at the halt 
and on the march with simple 'flourishing'. 

(b) March over a distance, not less than 50 metres, 
beating a strict 116 paces to the minute. 

(c) March over a distance of not less than 50 metres, 
beating in slow time - 65 paces to the minute. 


Rule 4 does not apply. 


(a) Explain your understanding of a Drum Major's 
control of his Band, and the importance of 


(i) Clear signals and word of command 
(ii) The ability to make-on-the-spot decisions. 


(b) Command your Band to fall in correctly and dress off. 

(c) Control your Band while playing (at the halt) a 
march; a fanfare or salute; and 'Retreat' or ‘Sunset’. 

(d) Demonstrate, whilst on the march with the Band, 
signals for ‘right wheel’, ‘left wheel’, countermarch', 
‘mark time', 'short step', 'advance', 'open-order march’. 
"close-order march’, 'stop playing’, 'recommence 
playing', and 'halt'. 

(e) Demonstrate your ability to march correctly in quick 
time and slow time, whilst carrying the stave. 

(£) Demonstrate the correct method of returning a salute 
when carrying the stave, both at the halt and on 
the march. 

(g) Demonstrate simple showmanship with the stave, both 
at the halt and on the march. 

(h) Explain the corrective measures you would adopt when 
faced with the following three possible emergencies 
that could arise during an otherwise routine parade 
or display 


(i) Animals (ii) Traffic (i111) Other bands. 


Numismaessé  - sve crave 


Coin or Medal Collection - Numismatics 
1. (a) Produce a collection of at least 50 items. 


(b) Discuss with the Examiner the intrinsic and 
rarity values of the items in the collection. 
Highlight points of particular value or interest. 


(c) Discuss methods of cataloguing, and show how the 
housing protection, and cataloguing of your 
collection has been carried out. 
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2. Demonstrate a knowledge of the following terms in a practical way: 
(a) observe (b) reverse (c) legend 


(d) milling (e) incluse (f) Mint marks 


Mumismatis = - vss crave 


1. Have passed the Numismatist Standard Grade Badge and 
be prepared to demonstrate any of those requirements. 


2. Produce a collection of at least 100 items. 


3. Indicate to the Examiner the comparable values between 
your own and one other collection of your own choice. 


4, Satisfy the Examiner that an orderly collateral research into the collection 
has been undertaken, and that an appreciation of the value and position of 
each item with its supporting identifying data is evident. 


Observer  — ~ ssanvard crave 


1. Have passed the Observation Achievement from the Red 
Group. 


2. In Kim's Game remember correctly 24 out of 30 well- 
assorted articles after one minute's observation. The 
test is to be performed twice running with different 
articles and each article is to be adequately described. 

Blindfolded, correctly identify 8 out of 10 simple sounds by hearing alone. 
Blindfolded, identify 8 out of 10 common substances by smell only. 


. Blindfolded, recognise 12 out of 15 common articles by tauch only. 


Dn UW FF W 


. Correctly identify 16 out of 20 articles thrown by one person to another. 
The thrower and the catcher must be out of your line of sight. 


SN 
° 


Select three different makes of motor car and describe from memory the 
differences in basic design. These differences to include mechanical, shape, 
interior and safety features. 


OR 


Select three different types of tree and describe from memory their differences, 
including bark type, leaves, seeds and other features. 


8. Correctly identify 10 different makes or models of cars on the road OR 
correctly identify 10 different types of leaves OR insects OR birds in the 
outdoors. 


Observer — - wsstex cae 


Have passed the Observer Standard Grade Badge and 
be prepared to demonstrate any of those requirements. 


LL LS ae 
Cal 
is 


= 
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2, Study the front page of a newspaper for 10 minutes and then 
correctly answer 15 out of 20 questions on prominent items posed 
by the Examiner. 


3. Study a layout for five minutes and then spot and describe 8 out 
of 10 differences made by the Examiner, 


4. After a 15-minute walk set by the Examiner, answer questions on 
what you have observed, 


5, Keep a daily log of a living creature for one month describing its 
habits. Support your observations with drawings or photographs. 


6. In four occupations selected by the Examiner, discuss and suggest 
how observation plays a part in carrying out the occupations. 


Patrolmanship - STANDARD GRADE 


1. Have taken part in at least four overnight 
Camps or overnight hike camps. 


2. Satisfactorily carry out a specific Patrol 
duty for six months. 


3. Know and use the following : your Patrol 
sign; your Patrol call; your signature 
with Patrol emblem. 


4. Help a member of your Patrol through at least two test Achievements. 


5. Show evidence of being a loyal member of the Patrol by, among other 
things regular attendance at Troop Meetings, Patrol Meetings/Camps/ 
Hikes and other activities. 


6. Attend Troop Meetings in correct uniform. 


Patrolmanship - sux cr 
ase 


Have passed the Patrolmanship Standard Grade 
Badge and be prepared to demonstrate any of 
those requirements. 


2. Be a member of a Patrol that has gained the 
"Star Patrol Award". 


3. Plan, organise, and run (a) a Patrol Camp of 
2 nights and (b) a Patrol Hike. 


4, Design and make some major item of equipment 
or training gear for the Patrol (eg knotting 
board, portable camp kitchen, kitchen table, Patrol Box etc). 


5. Have performed with proficiency one of the following Patrol duties 
for at least 6 months(over and above Test No.2 of the Patrolmanship 
Standard Grade Badge) 


(a) Patrol Treasurer (b) Librarian (c) Quartermaster 


(d) Den Keeper (e) Grubmaster 
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6. As Patrol Scribe, for at least three months, keep a Patrol Log Book 
recording Patrol Camps, Hikes, Good Turns, Troop activities etc. 


7. Have attended a Patrol Leaders Training Course. 


Personal Fitness ~ ssn cee 


(b) 
(c) 
(d) 
(e) 
(£) 


1. 


Have passed the Physical Fitness Achievement 
in the Red group and be prepared to demonstrate 
any of those requirements. 


Carry out the following physical exercises 

to a high standard allowing a 30-second period 
of rest between each successive set of 
exercises 


(a) 


Stationary run for five minutes (ie run 
on the same spot). 


Skip for two minutes with skipping rope. 


Astride jumps 


Jumping squats 


Touching toes (knees straight ) 


Sit-ups 


40 in number 
40 in number 
20 in number 


30 in number 


(g) 
(h) 


(i) 
(3) 


ee 


Leg-ups 
Pikes 


40 in number 


20 in number 


A 


ea 


Press-ups 


Hypers 


20 in number 


35 in number 


The time taken for the complete set of exercises should not 
exceed 20 minutes. 
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3. Provide evidence to the Examiner that you have carried out a 
personal fitness campaign using the above exercises at least 
twice a week for a period of three months. 


Personal Fitness  - ws cram 


ae 


Have passed the Personal Fitness Standard 
Grade Badge and be prepared to demonstrate 
any of those requirements. 


Carry out the following physical exercises 
to a high standard allowing a 30-second 
period of rest between each successive set 
of exercises. 


(a) Stationary run for seven minutes (ie run 
on the same spot. 


(b) Skip for three minutes with skipping rope. 


(c) Astride jumps 


(d) Jumping squats 


60 in number 


60 in number 


(e) Touching toes (knees straight) 40 in number 


(£) Sit-ups 
(g) Leg-ups 
(h) Pikes 

(i) Press-ups 


(j) Hypers 


40 in number 
60 in number 
4O in number 
30 in number 


45 in number 


The time taken for the complete set of exercises should not 


exceed 30 minutes. 


3. Provide evidence to the Examiner that you have carried out a personal 
fitness campaign using the above exercises at least twice a week for 
a period of 12 months since passing the Personal Fitness Standard 


Grade Badge. 


Petkeeper - STANDARD GRADE 


2. 


Present evidence that you have kept a pet 
for a period of six months during which time 
you were responsible for the welfare of the 
pet (ie feeding, grooming etc). 


(A certificate signed by your parent or 
guardian must be produced). 


Demonstrate how to feed the pet and show a 
knowledge of the correct daily diet and the 


quantities of food required by the pet. 


3. Have a knowledge of the common ailments affecting the pet and the 


treatments required. 
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4. The pet/pets must be produced for the Examiner who will, in addition, 
satisfy himself that the pet/pets are in good condition. Where the 


1. Have passed the Petkeeper Standard Grade 
Badge arid be prepared to demonstrate any 


of those requirements, 
2. Present evidence that you have fed and cared 


for your pet for a period of 12 months since 
passing the Standard Grade Badge. 


(A certificate signed by your parent or 
guardian must be produced). 


3. Explain fully what first aid should be rendered to an animal or 
bird and, as far as possible, demonstrate the methods of rendering 
first aid. : 


(a) thorn in paw (b) wire cuts (c) choking (d) a broken bone 

(e) a sprain (£) severe bleeding (g) an open wound 
4. Do ONE of the following ;: 

(a) exhibit your pet at a pet show (not necessarily professional). 


(b) breed your pet as a project and show the offspring to the 
Examiner. 


5. The pet/pets must be produced for the Examiner who will, in addition, 
satisfy himself as to their condition. Where the pet/pets concerned 
is/are domesticated creatures, produce evidence that you have trained 
your pet/pets to a higher standard of response than that required for 
the Standard Grade Badge (e.g. obedience test for dogs). 


Phllatelist - svaxoxo cam 


1. Make a collection of stamps and/or related postal 
material of: either 


S (a) a Country OR (b) a related group of countries 
(eg Commonwealth, French colonies, Southern Africa OR 
wa (c) a subject or theme (eg Jamborees, Red Cross, 


War and Peace, Tour of South Africa. 


Mount the collection neatly. The collection should be 
made over a period of six months and should reflect 
the time spent on it. 


23 Demonstrate the use of a catalogue relevant to the collection and make an 
Index of it. 


3. Show a good knowledge of 10-12 items from the collection selected at random 
by the examiner. 


4. Explain what is meant by five out of eight common terms relevant to the 
collection, chosen by the examiner. 
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NOTE : Postal material includes postmarks, postal stationery, postal 
slogans, and maps of postal routes where applicable, eg stop- 
overs of an aircraft on a particular route to go with an airmail 
letter flown on that particular route. 


Philatelisé - sme crm 


1. Have passed the Philatelic Standard Grade Badge 
and be prepared to demonstrate any of those 
requirements. 


2. Show evidence of having been a serious collector 
for at least six months for example, by having been 
a member of a recognised Philatelic Society or by 
reading a stamp magazine regularly. 


3. Have increased the Standard Grade collection in 
depth and scope or to have made a new collection; 
in either case show some degree of specialisation. A copy of the Standard 


Grade index should be supplied to the examiner. 


4, Demonstrate a working knowledge of the stamp issuing history of the chosen 
country or countries or the history of and background to the chosen subject or 


theme. : 
5. Demonstrate a knowledge of four to six unusual items relating to the collection 


as selected by the examiner. (1) (These items need not necessarily actually 
form part of your collection.) 


NOTE (1) (i) in a country collection these could include : 


a stamp in an unusual shade 

a stamp with an uncommon perforation 

a stamp cancelled on the first day of issue 
(NOT a commercially produced "First Day Cover") 
a letter salvaged from a wrecked aircraft 


(ii) in a theme on Scouting could be included : 


a stamp showing a Scout wearing the incorrect uniform 
a flag flying upside down or against the wind 

the incorrect date for a Jamboree 

a special postcard issued for a Scouting event 


Photog rapher - STANDARD GRADE 


1. Do either A, B, or C. 


A. Show your mastery of the principles of good 
picture making by taking at least 10 good 
black-and-white or colour pictures by doing 
the following 

(a) Take no more than five, or less than three 
pictures indoors with flash. 

(b) Take at least five of these pictures so 
that they tell a story. 

(c) Submit your pictures to the Examiner in an organised way with 
titles, headings, etc printed in the album, or other means of 
presentation. 


B. Show your mastery of the principles of good picture-making by making 
planning cards and by taking at least 15 metres of cine film and then 
doing the following : 

(a) Edit your film so that you have at least eight meters of quality 
movies that tell a story. 
(b) Shoot a main subject title and ending for your film and splice it in. 


(c) Show your edited film to the Examiner. 
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C. Show your mastery of the principles of good picture making by 
taking at least 10 good colour slide pictures and doing the 


following 
(a) Take no more than four, or less than two indoor 
pictures with flash, 
(b) Take at least six of these pictures so that they tell 
a story. 
(c) Make a slide of a main subject title and ending for your 


series, and show the final story in slides to the Examiner. 


2. Become familiar with, and be able to explain, common photographic 
terms such as lens, shutter, viewfinder, camera angle, exposure, 
composition, negative, transparency, 'f' number and planning cards. 


3. Explain how photographic film is processed and how black-and-white 
prints are made. 


4, Demonstrate how to load, unload, and maintain your still or cine 
camera. 


Photographer - sre cra 


1, Have passed the Photographer Standard Grade 
Badge and be prepared to demonstrate any of 
those requirements, 


2. Make a pinhole camera and explain how it works. 
Compare one finished print taken with your pin- 
hole camera with the same scene which you have 
taken with a regular camera. 


3. Discuss the relative merits of different 
types of camera lenses covering the following 


aspects 

(a) What makes a lens work? 

(b) What is the focal length of a lens and what does it do? 

(c) What are lens openings and how are they determined? 

(d) What is depth of field and how does lens opening effect 
depth of- field? 

4. EITHER 

(a) Take a series of at least 20 photographs, enlarged to postcard 
size, depicting some aspect of training in Scouting or 
Cubbing that can be used in the Troop or Pack. Mount these 
on charts with titles and short descriptive notes to assist 
someone else using the charts. 

OR 

(b) Take a series of at least 20 slides, mounted between glass, 


depicting some aspect of training in Scouting or Cubbing, 
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that can be used in the Troop or Pack. Prepare titles and 
short descriptive notes to assist someone else when using 
these slides, or prepare a tape commentary with background 
music. 


Shoot and edit a cine film of not less than 15 metres depicting 
some aspect of training in Scouting or Cubbing that can be used 
in the Troop or Pack. Prepare short descriptive notes to 
assist someone else showing this film, or prepare a tape 
commentary with background music. 


Take (with any camera), develop, and print 
(i) Three portraits 
(ii) Three pictures taken from unusual angles 


(iii) Three photographs of buildings of differing 
architectural styles. 


At least one of the pictures in each of (i) and (ii) must 
be taken indoors. 


Ploneer - STANDARD GRADE 


(e) 
(£) 


(g) 


3. (a) 
(b) 


4. Lead 
(a) 


(b) 
(c) 


1. Have passed the Pioneering Achievement 
from the RED group, and be able to explain 
and demonstrate all those requirements. 


2. Demonstrate the following : 


(a) a Spanish Windlass 

(b) a rope tackle (Hayman's or Harvester's 
Hitch). 

(c) two types of holdfast for different soils 

(d) Scaffold Hitch 

mousing a hook 

"handy billy" or luff tackle (ie tackle with one single and one 

double block). 

Tie 10 knots and hitches. Explain how to use them in pioneering. 


Know the theory of felling a tree. 
Use a handaxe and bow saw for trimming and logging up light timber. 


a group of Scouts in the construction of 


a simple bridge of more than 6 metres in length (eg a Commando 
bridge). 

a Scout transporter 

a Haymaker Bridge 
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PLONeC CF - MASTER cRaDE 


1. Have passed the Pioneer Standard Grade Badge 
and be prepared to demonstrate any of those 
requirements. 


2. Have a knowledge of ropes and cordage (including 
man-made fibres) with particular regard to 
suitability for the job, strength and general 
care. Know the danger from recoil and fracturing 
under strain. 


3. Be able to ensure safety. Understand the possible 
dangers arising from negligent leadership, from indiscipline,from the 
misuse or overloading of gear, and from incorrect rope-work, including 
knots and lashings. 


Construct a model of a project chosen by the Examiner before the 
project is built. The project is to be chosen from Test 5 below 
and you must lead the group when constructing the project based on 
your model. 


As a member of a group of up to six Scouts, construct FOUR of the 
following, ONE from each of the Sections A,B and C 


A. (a) a beacon tower (b) a stilt tower (c) a pyramid tower 


The height to the platform in each case must not be less than 4 metres 
from the ground. 


B. (a) amonkey bridge (b) a ladder bridge (c) a suspension bridge 
(d) a single-lock bridge, a double-lock bridge, or draw-bridge 
(e) a pontoon bridge 

c. (a) Am aerial runway (and know the aerial runway safety code) 
(b) Swinging derrick 


(c) Construct a coracle or kayak and show a knowledge of the 
safety precautions to be taken when using them. 


Demonstrate how to move heavy weights by means of sheer legs, lever 
spar and parbuckle. 


Plu in b er — STANDARD GRADE 


| 


4, 


1. Demonstrate the use of five important plumbers’ 


tools. 
eas 2. Know where to turn off the water (hot and cold). 
Repair a tap, stopcock and ball valve. Be able 
‘a to dismantle and clean them. 


3. Show that you have a knowledge of water and 
drainage fittings. 


Know the purpose of, and clean out, a sink trap. 
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5. Explain the difference between volume and pressure. 
6. Demonstrate how to fit a stopcock. 


7. Explain how an ant guard is placed and why. 


Plumber - ws cawz 


1. Have passed the Standard Grade Badge and be 
| p prepared to demonstrate any of those requirements. 
6 b 2. Make a drawing and explain the operation of the 
hot-and-cold water supply system in a house. 


Ny 3. Cut, thread, and connect two pieces of galvanised 
y pipe. 
4. Using a blow lamp, do a satisfactory job of 
soldering copper piping. Include one tee, two 


straight pieces, and one coupling. 


5. Submit a sketch to explain the drainage system of the plumbing in a 
house. Explain the purpose of a vent pipe. 


6. Demonstrate how to clear a choked waste pipe. 
7. Demonstrate a knowledge of the operation of a septic tank. 


8. Demonstrate the joining and laying of waste pipes. 


Public Health - STANDARD GRADE 


1. Know in general terms the principles of sewage 
purification and disposal. Obtain practical 
information from an official of your municipality. 


OR 


Know how a community can dispose of sewage safely 
if there is no sewage treatment plant. 


2. In general terms know the principles of refuse disposal as it is applied 
in your municipality. Visit your local refuse disposal site in the 
company of a municipal official. 


OR 


If there is no municipal or other refuse disposal unit where you live, know 
the dangers which can be created if household refuse is not disposed of 
efficiently. Describe a method of refuse disposal. 


3. Name six diseases which can be prevented by immunisation in childhood. 
Know where and when these immunisations can be obtained. 


4, Know two simple methods of making water fit to drink. Discuss three 
basic methods of promoting good food hygiene. 


5. Know the minimum measurement, and other requirements,of a living or 
sleeping room which is fit for human habitation. 
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Public Health - MASTER GRADE 


1. Have passed the Public Health Standard Grade 
Badge and be prepared to demonstrate any of 
those requirements. 


2. Know, in general, the principal statistical 
causes of death in your local community. 


3. Know something about the two most important 

infectious diseases occurring in your community. 
Discuss the cause, mode of spread, treatment, and prevention of 
these two diseases. 


4, Make an appointment to visit your local health department or clinic. 
Explain broadly what the work of a health department or clinic 
entails. 


Discuss some of the problems caused by human overpopulation. 


6. Obtain at least three health education posters (from your local 


health department or clinic). Show an understanding of the 
message that is being conveyed by each poster. Evaluate the 
merit of each poster. 

OR 


Design one health poster and display it to the Examiner. Be prepared 
to explain the purpose of the poster and why such a poster is needed. 


Radio Engineer - sxsw cum 


1. Explain the functions of :; 
(a) aresistor (b) a capacitor (c) a battery 
(d) a transistor(e) a rectifier (f) a valve 


2. Demonstrate the correct soldering together of 
two wires and explain the disadvantages and 
dangers of a dry joint. 


3. Draw a diagram of a single crystal set. 


4. Connect a wireless receiving set, using either 
batteries or mains (to include aerial, earth 
and loudspeaker connections), and tune it for the clearest possible 
reception. 


5. Neatly run the wiring for an extension loudspeaker from one room 
to another and ensure that both loudspeakers operate satisfactorily. 


6. Draw the sine waves for F.M. and A.M. 
7. Be able to locate and repair a simple fault in a transistorised radio. 


8. Explain the resistor and capacitor colour code. 
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Radio Engineer - MASTER GRADE 


Have passed the Radio Engineer Standard Grade 
Badge and be prepared to demonstrate any of 
those requirements. 


Explain the elements of frequency modulation. 


Explain the main characteristics of different 
wave-length bands or groups in use, ie medium, 
short, and ultra-short. Show how these 
characteristics dictate the uses to which 
bands are put. 


4. Prepare a log showing transmitting stations actually received on a 
set for a period of four hours over one week. The log is to 
include dial readings, wave-lengths or frequencies, and times of 
identification using the 24-hour clock. 


5. Construct any ONE of the following : 


(a) a two-way intercom 

(b) a small transistorised radio suitable for short wave or F.M. 

(c) a transmitter and receiver suitable for a radio-controlled 
model, any number of channels. 


Reader  - stAanvarn cRave 


1, 


CCeCe 


Supply to the examiner, prior to the test, a list of 
at least 12 books from those you have read during the 
past 12 months. Text books which are currently 
being used by you at school may not be included. 


. Discuss these books with the examiner and explain 


with your reasons your order of preference. 
Answer questions on the contents of the books. 


3. Demonstrate how books should be cared for. Make repairs to loose covers, 
loose pages, and torn pages. 


4, Write a precis, of not more than 200 words, of one of the chosen books. 


Reader - “aster crave 


. Have passed the Standard Grade Reader Badge 


and be prepared to demonstrate any of those 
requirements. 


Supply to the examiner, prior to the test, a list 

of at least 18 books from those you have read during 
the past 12 months. The list must include some 
standard literary works. Test books which are 
currently being used by you at school may not be 


included. Discuss these books with the examiner, and answer questions based 


on their contents. 
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Write your own review of a book lent to you by the Examiner. 


Explain how you decide which books to read; and describe the 
facilities that exist in your district for obtaining books. 


Demonstrate how books should be cared for by producing some of 
your own volumes as examples. 


Religion and life —s:soxo cen 


1. Be able to pass the tests for the Cub Religion 
and Life Badge. 


2. SCRIPTURE KNOWLEDGE 


(a) Locate in the relevant text in your own 
Bible and explain two stories ONE from 
each of the Sections (i) and (ii) 


(i) Moses; Samuel; Gideon 


(ii) Jesus calling his Disciples; Healing of 
the Centurion's servant, Zaccheus. 


PRACTICE 


(a) Regularly attend Sunday School or your place of worship. 


(b) Give thanks (Say Grace). 


UNDERSTANDING 


(a) Explain the meaning of PRAYER. 
(b) Say a short prayer on a given subject. 


(c) Name the Gospels and the Epistles and know the 
difference in meaning. 


(d) Explain the difference between the Old Testament and 
the New Testament. State the number of books in each. 


GENERAL 


Answer questions relating to your own religious order and procedures 
at the discretion of the Examiner, who will bear in mind your age. 


NOTE : The Examiner must either be a Minister/Priest of the 


religious body to which the Scout belongs, or some 
person appointed by his religious body. 
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Religion and life - MASTER GRADE 


1. Have passed the Standard Grade Badge and 
be prepared to demonstrate any of those 
requirements. 


2. SCRIPTURE KNOWLEDGE 


(a) Know which Gospel is generally accepted 
as the oldest and tell the Examiner about 
the Author. 


(b) Explain how the Church spread in the 
days of the Apostles. 


(c) Explain the meaning of Psalm 73; 
John 15: 1-14. 


3. PRACTICE 


(a) Regularly attend the services and religious instruction at your 
place of worship. 


(b) Have a rule about daily prayer and explain why daily 
prayer and daily Bible reading are important. 


4. UNDERSTANDING 


(a) Describe what is meant by a Prophet and name two major 
Prophets and two minor Prophets. 


(b) Explain Paul's part in the growth of the early Church and 
draw a map of his first missionary journey. 


(c) Explain the meaning of Conversion, Faith, and Salvation. 
5. GENERAL 


Answer questions relating to your own religious order and procedures 
at the discretion of the Examiner, who will bear in mind your age. 


NOTE : The Examiner must either bea Minister/Priest of 
the religious body to which the Scout belongs, or 
some person appointed by his religious body. 


Alternative tests for non-Christian Scouts are being 
developed for the Standard and Master grades with the 
religious bodies concerned. Until they are available 
from Area Headquarters, a Minister/Priest of the 
religious body to which the Scout belongs may be 
authorised by the D.C. to set and examine the Scout in 
religious tests of appropriate difficulty. 
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Rescuer - swan cr 


1. Demonstrate "mouth-to-mouth" resusitation on a 
model both in water and on land. Show how to promote 
warmth and circulation, 


2. Explain 
(a) The 7 Safety Swimming Steps (trained supervisor, 
safe swimming area, lifeguard picket, lookout, 
ability groups, buddy system, good discipline) 


(b) The order of methods to be followed in water 
rescue (reach, throw, row, go and tow) 


3. (a) Demonstrate reaching rescues using such things as arms, legs, branches, 
sticks, towels, shirts, paddles, and poles. 


(b) Demonstrate rescues using things that can be thrown such as lines, 
ring buoys, and free-floating supports such as boat cushions. Throw a 
20-metre life-line to fall between two pegs, twice out of every three 
throws. The pegs must be 1,2 metres apart and 12 metres from the 
thrower. 


4, Demonstrate twice that you can take off your clothes (shoes, socks, trousers, 
belt, long-sleeved shirt, and jacket or sweater) in 20 seconds or less. 
Explain the importance of taking off clothes before a swimming rescue. 


5. Swim 50 metres on the back, dressed in shirt and shorts, with a life-line. 


6. Keeping a struggling person in sight, enter the water. Swim 10 metres. 
Make the correct approach and demonstrate: 


(a) a "shirt-tail" rescue. Carry shirt in teeth or hand. Swing one end 
of the shirt to the hands of the drowning person. Tow him 10 metres. 


(b) one method of rescue, and of release, in the water with a patient 
about the size of the rescuer. Tow the patient 10 metres. 


7. Swim 50 metres in shirt, shorts and socks and undress in the water without 
touching the bottom. 


8. Demonstrate how to extinguish burning clothes on a person. 


9, Demonstrate how to improvise lines and how to use lines to lower persons 
safely. 


Rescuer - MASTER GRADE 


1. Have passed the Rescuer Standard Grade Badge and be 


Ny prepared to demonstrate any of those requirements. 
2, Dive from the surface of the water to a depth of at 
N) Ww least 1,5 metres and bring up a stone, brick, or iron 
N object of not less than two kilos in mass at least 


two out of three times. 


LT, 


3. Standing waist deep in water, throw a life-line to 
within one metre of a small object 18 metres away. 


4, Perform in the water four methods of rescue (one to be the "Unigrip") and 
three methods of release from the clutch of a drowning person. 


-126- 


Scout Proficiency Badges 


The patient is to be about the size of the rescuer and must be carried 
at least 15 metres. by each method, 


5. Demonstrate how to deal with a motor car fire. 


6. Demonstrate how to move through smoke, and how to drag or carry an 
injured or insensible person. 


7. Lead a team to deal with the following staged emergencies: 


(a) House fire - to include an unconscious person 

(b) Unconscious person stranded in a tree, or at the bottom of a cliff 
(height approximately 6 metres in both cases) 

(c) An injured person in a motor accident, with and without fire. 


Safety Code - 


1. 


3 
make an inspection of your home. Explain the hazards found, why they are 
hazards, and how they can be or have been corrected. Show that you know the 
dangers of hazardous household articles, eg: 

(a) Oil lamps (b) Pressure stoves (c) Flannelette, silk, nylon, etc 

(d) Christmas decorations (e) Plastics (f) Aerosols (g) Inflammable liquids 
(h) Liquified Petroleum Gas (LPG) (i) Focussing of the sun's rays. 


STANDARD GRADE 


Prepare a safety notebook. Include: 


(a) newspaper and other stories showing main kinds 
of accidents 


(b) similar materials showing 5 causes of accidents. 


Show that you have a knowledge of the common causes 
of electrical accidents. Know the safety precautions 
to be taken in your home to prevent them happening. 


Using a safety checklist approved by your Examiner, 


4. Know the dangers of veld/bush fires and the precautions necessary to 
prevent them when you are camping or hiking, 


Show a knowledge of, and be able to apply in a practical manner, the 


principles of safety first: 


(a) as a pedestrian 

(b) as a driver of a vehicle 

(c) as a traveller by road, rail, or on water 

(d) as an operator of potentially dangerous tools and machines such as 
those used in the home and school workshops (power lawnmowers, power 


tools, etc) 


(e) Know the precautions to take to avoid contracting typhoid, malaria, 
and tick-bite fever. 


Safety Code - 


Le 


LILT LEG, 
TSS 


MASTER GRADE 


Have passed the Safety Code Standard Grade Badge 


and be prepared to demonstrate any of those require- 
ments. 
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2. Make a plan for an accident/hazard prevention programme for the following 
outdoor situations: 


(a) camping and hiking 
(b) storm and wind 
(c) water activities 


Each plan should include an analysis of the possible hazards, any action 
proposed to minimise or correct the hazards, and the reasons for the 
correction you propose. 


3. At 3 appropriate locations spend 3 hours observing and listing safe and 
unsafe practices at or near intersections by: 


(a) motor vehicle drivers 

(b) pedestrians 

(c) bicycle riders 

(d) passengers (car, bus, train, or aircraft) 


Show this list to your Examiner and describe, in the case of the unsafe 
practices, what the correct conduct should have been. 


4, After obtaining the necessary permission, visit a building or construction 
site and list the unsafe practices seen. Describe what the correct conduct 
should have been in each case. 


5. (a) List 10 motor car features that reduce the seriousness of injuries 
when crashes occur. 


(b) Explain why safety features are important when buying a car. 


(c) Demonstrate how to adjust lap and shoulder belts. Explain why it is 
important to wear them at all times. 


6. Successfully complete the theoretical examination for either a motor 
car or a 50cc motor cycle learner driver's licence. 


7. Know the 7 Safety Swimming Steps (trained supervisor, safe swimming area, 
lifeguard picket, lookout, ability groups, buddy system, good discipline). 


Sea Explorer - STANDARD GRADE 


This Badge may be taken in either a pulling-boat, sailboat, or motorboat. 


1. Have passed the relevant Standard Grade Badge 
for the type of craft to be used (ie Boatman, 


= OA. Helmsman, or Motorboatman). 
oo 
N 2. Demonstrate a knowledge of a mariners' compass 
marked in points and degrees. 


3. Know the markings and demonstrate how to take 
soundings in local waters. 


4, Read and discuss a barometer. Know the local 
weather signs, and actually obtain a weather forecast. 


5. Using a suitable map (ie 1:50 000 topographical and/or a coastal chart) 
select three campsites suitable for use on a cruise. Discuss the 
reasons for your choice with the Examiner. 
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6. Form part of the crew in an expedition by boat of 48 hours duration, 
sleeping out for at least two nights (on land or water). You 
should have a specific job eg quartermaster, cook, navigator etc. 
Submit a detailed log of the expedition. The log should include 
large-scale maps, illustrations, progress/time report, stores, 
equipment, and kit lists. 


Sea Explorer - MASTER GRADE 


This Badge may be taken in either a pulling-boat, sailboat, or motorboat. 


J 1. Have passed the Sea Explorer Standard Grade 
Se 0 Badge and be prepared to demonstrate any of 
Qi Se J those requirements. 


Se 
Ww 


Hold the Charge Certificate applicable to the 
type of boat chosen and the water. 


3. Read a chart, plot your position, and lay off 
a course making allowance for tides and currents. 


4, Have a knowledge of the different types of buoy, light-houses etc in 
general use; and the danger, storm, and fog signals. 


5. Discuss the Beaufort Wind and Sea Scales with the Examiner and show 
that you understand their significance. 


6. Take charge of a boat for a period of two hours and carry out the 
following 


(a) rescue of man overboard 

(b) complete a course containing eight compass bearings. 

(c) tow another craft to safety (ie to the bank or jetty) 

(d) rescue the crew of another boat about to sink. The 
other boat is to have the same number of members in the 
crew as your boat. 

(e) Rig from the normal equipment in the boat, a jury rudder 
and use it to steer over a set course which must include 
three changes of direction. 


7. Make a chart of local waters inserting landmarks, depths, and under- 
water hazards. Show that you have a knowledge of local weather 
conditions and know the procedures to be followed if you are caught 
out in adverse weather. Know how and who to contact if people are 
in trouble in local waters. 


8. Plan and lead an expedition by boat of 48 hours duration, sleeping 
out for at least two nights (on land or water). Submit a detailed 
log of the expedition, including large-scale maps, illustrations, 
crew duties, activities, stores equipment and kit lists. 


(This expedition is in addition to the one in which you took part 
as a crew member for the Sea Explorer Standard Grade Badge) 
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Serébe  - stavvarp crave 


1. Write a satisfactory report on a Meeting, 
Troop Camp etc. 


2. Keep a Patrol log satisfactorily for at least 
six months, and keep the Troop log for at least 
three months, recording with illustrations all 
the main activities such as camps, hikes, 
competitions, stunts, Camp Fires etc. 


3. Write 3 stories worthy of publication in a Group 
Magazine about any two of the following 
(a) a news incident (b) a Scouting event 
(b) a human interest story (d) a review of a play or film 


Show a general knowledge of postal facilities, including postal and 
telegraph rates, and telephone calls (including trunk and personal 
service calls and phonograms). 


Explain the advantages of different types of investment in Bank, 
Post Office, or Building Society savings accounts. 


Write a letter to Group parents inviting them to attend some 
Troop event. 


Scribe - MASTER GRADE 


1. Have passed the Scribe Standard Grade Badge 
and be prepared to demonstrate any of those 
requirements. 


2. Show a knowledge of the procedure used at meetings 
including the layout of an Agenda, the proposing 
of motions, notice of motion, and rescinding of 
motions. 


3. Keep the Minutes of a Committee such as the 
Court of Honour in a satisfactory manner over 
a period of at least six months. 


Write a letter bringing to the attention of the Group Committee the 
need of the Court of Honour for certain equipment. Transmit the 
letter correctly through the Scoutmaster to the Group Scoutmaster 
and thence to the Group Committee. 


Write a report of not less than 50 words for publication in an 
Area or National Scout magazine. 


Have a general knowledge of the financial structure of a Scout Group. 
Prepare a simple receipts and payments account for a Troop or Patrol. 


Compile a mailing list, together with telephone numbers, of 
(a) Scouters (b) Group Committee members (c) Scouts in the Troop 
(d) District Commissioner/Asst District Commissioners. 
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Ship Quartermaster - sxx cu 


1. (a) Demonstrate the correct method of taking 
rope off a new coil. 


(b) Demonstrate the method of taking down rope 
for running out. 


2. Describe the principal parts of a block. 

3. Demonstrate the method of belaying. 

4, Describe the principal parts of an anchor. 
5. Demonstrate how to take care of sails, sheets, and standing rigging. 
6. Demonstrate how to leave a pulling boat or sailing dinghy 


(a) after a day's activity (b) for a short spell (eg lunch break, 
called for instruction) 


7. (a) Prepare a camp menu for an overnight standing Patrol Camp of 
7 Scouts covering 2 breakfasts, 2 lunches, and 2 suppers (some 
tinned food may be used). Give recipes. Make a food list 
for the Patrol. List the foods required for your menu that 
you can get from your local store with their prices. Work out 
a cost per head. 


(b) Assist with the preparation of equipment and stores for a 
weekend Scout camp (to include boating) and act as Assistant 
Quartermaster at the camp. 


(c) Assist the Quartermaster of the Troop for a period of 2 
months and assist him with the keeping of adequate records 
of issues and returns. 


8. Demonstrate how to load a boat with stores and personnel and show 
how to trim the boat correctly. 


Ship Quartermaster - MASTER GRADE 


l. Have passed the Ship Quartermaster Standard 
Grade Badge and be prepared to demonstrate any 
of those requirements. 


2. Identify eight types of blocks and demonstrate 
them in use: 


Single block; single block with fast eye and 
swivel eye; single block with becket and hook; 
cheek block; self-locking block with snap shackle; 
fiddle block with shackle; double block with swivel eye; double block 
with shackle. 
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3. (a) Explain the working of the internal combustion engine. Know 
the names and functions of all the principal parts of an out- 
board engine. 


(b) Check the order of firing. Clean and test the spark plugs; 
check and set the contact points; check and set the timing. 


4. (a) Identify three types of anchors and differentiate between 
their uses. 


(b) Describe and execute the safest method of anchoring to suit 
the conditions. 


(c) Demonstrate the use of a trip line and pick-up buoys. 
(d) Demonstrate the correct method of mooring a boat to a pier. 
5. List in detail the minimum equipment required by a Sea Scout Troop. 


(a) For a Sea Scout camp of 32 Scouts for at least 5 nights, draw up 
a detailed list of the equipment (including boats) and food 
required. Plan a balanced menu, make a food list, price it, 
work out the cost per head, and after your budget has been 
approved, buy the food. 


(b) Act as Quartermaster and take charge of the equipment and food 
for the duration of a camp of at least 5 nights (or 3 weekends). 


(c) Undertake any minor repairs that become necessary during the camp. 


7. Act as Quartermaster for your Troop for a period of at least 3 months. 
Keep proper records of issues and returns. 


Signatler - STANDARD GRADE 


1. Send and receive an unrepeated message of 
not less than 980 letters at rate 6 (30 
letters per minute) in Semaphore, or rate 
4 (20 letters per minute) by flag in Morse. 


2. Send and receive a similar message in Morse. 
On buzzer at rate 5 (25 letters per minute); 
on lamp at rate 4 (20 letters per minute). 


3. Demonstrate that you know a recognised 
procedure when sending and receiving messages. 


4. Construct a morse buzzer set to operate between two rooms. 
NOTE: 80 per cent accuracy for sending and receiving; stations 


to be not less than 100 metres apart. Buzzer stations 
to be in separate rooms. 
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Signaller ~ sx cw: 


1. Have passed the Signaller Standard Grade Badge 
and be prepared to demonstrate any of those 
requirements. 


2. Send and receive an unrepeated message of not 
less than 150 letters at rate 9 in Semaphore 
(45 letters per minute). 


3. Send and receive a similar message in Morse 
on buzzer at rate 8 (40 letters per minute); 
on lamp at rate 6 (30 letters per minute). 


4, Improvise at least two methods of sending a message (one in Morse 
and one in Semaphore) at least 1 kilometre at or over rate 4 (20 
letters per minute) 


5. Know how to communicate with a searching aircraft and know the 
international ground/air code. 


Note: 


90% accuracy for sending and receiving is required. 


Space Explorer - STANDARD GRADE 


1. Have a knowledge of the history and develop- 
ment of space exploration. 


2. Describe the purpose of two recent space 
<< Sy probes and two recently launched satellites 


(a) 
(e) 
(i) 
4. (A) 


(B) 


giving the main types of instruments used. 


3. Explain briefly how FIVE of the following 
problems (your own choice) are overcome in 
a manned spacecraft: 


Radiation (b) Meteoroids (c) Weightlessness (d) Diet 
Sanitation (f£) Clothing (g) Accelerations (h) Deceleration 
Re-entry (j) Breathing and communication 


Keep from your own observations a daily record of the weather for 
one month, using Beaufort letters and symbols, including THREE 
of the following: 


(a) Windforce and direction (b) Cloud types and conditions 
(c) Temperature (d) Barometer reading 
(e) Rainfall 


Show a knowledge of the influence of weather conditions on 
satellite launchings. 


Construct a simple rain-gauge and a wind vane and set up these 
instruments to get the best results. 
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Space Explorer - MASTER GRADE 


1. Have passed the Space Explorer Standard Grade 
Badge and be prepared to demonstrate any of those 
requirements. 


2. Show you have a knowledge of the following: 


(a) The reason for weightlessness in orbit or 
trajectory 

(b) The thrust obtained by rockets 

(c) Something of the part played by South Africa 
in space projects. 

(d) The stage of acceleration and separation for a satellite to go into 
orbit round the earth;and re-entry problems. 

(e) The fuel system used in space rockets 

(£) The control of a satellite. 

(g) A particular current space programme and its purpose. 


3. Demonstrate your knowledge of the scale of the Solar system by 
preparing a model showing the relative positions of the planets and 
their main satellites. 


4, Build a model of a space capsule and rocket. 


Spe aker - STANDARD GRADE 


1. Recite a piece of good prose and some lines of 
verse suitable to your age and interests. 


2. Make a five-minute speech in front of an audience 
of at least 10 persons on a subject chosen by 
yourself. (Notes may be used.) 


3. Make an impromptu speech of not less than 3 minutes 
duration from a choice of three subjects after 
having been given five minutes! notice. 


4. Lead a discussion with the Examiner on a subject chosen by yourself from 
a list provided by the Examiner 14 days: earlier. 


Speaker - MASTER GRADE 


1. Have passed the Speaker Standard Grade Badge and 
be prepared to demonstrate any of those requirements. 


2. Demonstrate the duties of a Chairman by taking the 
chair at a meeting. 


3. Speak on a prepared subject to an audience of not 
less than 20 people. The speech must last not less 
than 10 minutes. (Notes may be used, but speech must 
not be read.) 


4. Read aloud a piece of prose chosen by the Examiner, who will judge diction, 
pace, emphasis, pauses and pitch. 
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5. Introduce a speaker. 
6. Propose a vote of thanks. 


7. Make an impromptu speech of from four to six Minutes duration on a 
subject chosen from three subjects given by the Examiner. 


NOTE: Tests (5), (6) and (7) are to be done after five minutes' notice. 


8. Show how to get an idea across (eg. how to organise a Patrol) using 
visual aids made by yourself. 


Spores inan - szxwan cea 


1. Explain what sportsmanship is and why it is 
important. Give several examples of good sports- 
manship in sports. Relate at least one of these 
to everyday citizenship off the sports field. 


2. Take part for one full season as a regular member 
of an organised team in ONE of the following sports: 


Baseball, Basketball, Cross-Country, Diving, 
Fencing, Hockey, Golf, Gymnastics, Ice Hockey, 
Rugby, Soccer, Skating (ice or roller), Softball, Swimming, Tennis, Track 
and Field, Volleyball, Water Polo, Cricket, Wrestling (or any other 
recognised team sport approved in advance by the Examiner). 


3, Represent your School, Troop, or Club in a team sport, or at an athletic 
meeting or at a swimming gala. 


4. Referee a match or act as an umpire. 
5. Draw a diagram with measurements of the playing area for your sport. 


6. Explain the rules and etiquette for your sport. List the equipment 
needed. 


7, Know the names and performances of leading national and local players 
in the game chosen for (2) and (3) above. 


SPOrtsman - sex cam 


1. Have passed the Sportsman Standard Grade Badge 
and be prepared to demonstrate any of those 
requirements. 


2. Take part for one full season as a regular player 
of an organised sport other than the sport played 
in Test (2) for the Sportsman Standard Grade Badge. 


3. Take part in ONE of the following sports on a 
competitive basis in two organised meets or tourna- 
ments: 


Archery, Badminton, Bait or fly-casting, Canoeing, Cycling, Diving, Fencing, 
Fishing, Golf, Gymnastics, Handball, Squash, Horsemanship, Jukskei, Judo, 
Orienteering, Rifle or shotgun shooting, Sailing, Skating (ice or roller), 
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Swimming, Table Tennis, Tennis, Track and Field, Waterskiing, Wrestling 
(or any other recognised sport approved in advance by your Examiner). 


4, Make a set of training rules for the sports you have chosen. Explain 
why these training rules are important. Follow the rules. Design 
exercises for these sports and keep a record of how you do in these 
sports for one season. Show how you have improved. 


5. Explain the attributes of a good team leader and a good team player. 
6. Show proper techniques in your two selected sports. 


7. Know the names and performances of leading national and local players 
in your two sports. 


Stalker - sqzoxw cep 


1. Know the methods of progression in stalking and 
demonstrate the following efficiently: 


Cautious approach; Upright Crouch; Feline Crawl; 
Feline Flat Crawl; Flat (or seal) Crawl. 


2. Describe the stalking habits of a domestic cat, and 
demonstrate how a stalker can make use of these 
techniques. 


3. Know the 6 rules to follow and demonstrate these principles when stalking. 


4, Give examples of the use of camouflage by animals or insects in stalking 
or in defence and support your examples with illustrations. 


5. Camouflage yourself effectively against three different backgrounds, if 
possible under varying weather conditions. 


6. Cross a kilometre of open country in daylight using camouflage, wind, 
shadows and background without being detected by the Examiner standing 
a reasonable distance away. 


Stalker  - vss cewz 


1. Have passed the Stalker Standard Grade Badge and be 
prepared to demonstrate any of those requirements. 


0 2. Approach at night unseen and unheard within a 
reasonable distance of the Examiner whose position 
is known. 


3. At night, locate, and pass undetected between two 
observers stationed a reasonable distance apart 
according to the terrain and conditions at the time 
of the test. 

4. Make a garment for yourself for stalking that utilises natural 
materials and demonstrate its effectiveness in use by adapting 
it for two different hackgrounds. 
(NOTE : While the foundation garment may be made of netting, 
sacking, etc, use should be made of natural materials (grass 
leaves, brush etc) to provide the desired camouflage effect). 


5. Camouflage and deploy a Patrol of not less than 5 Scouts so that a 
passerby in daylight can pass within 5 metres of the Patrol without 
detecting their presence. 
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less than 5 Scouts in shadowing an observer for 


more than 3 kilometres and report on his actions. 


7. Provide evidence of having stalked and studied at least four wild birds 
or animals in their natural state in the open. Produce sketches or 


photographs you have 


made and describe the results of your observations. 


S “ar f Cr - STANDARD GRADE 


Have passed the Swimmer Standard Grade Badge. 
Own a surf board and demonstrate how to care for it. 
Know the local rules governing surfing. 


Show control of your board in waves up to two metres 
high. 


Have a knowledge of weather conditions suitable for 
surfing. 


6. Understand the necessity for physical fitness for surfing. 


Surfer — - Aster cran 


1. 


5. Have logged at least 


Have passed the Surfer Standard Grade Badge and be 
prepared to demonstrate any of those requirements. 


. Have passed the Rescuer Standard Grade Badge. 


Discuss with the Examiner the condition of the surf. 


Show control of your board in all sizes of waves 
and satisfactorily accomplish two basic and one 
radical turn. 


30 hours of surfing. 


Swimmer - sravann cre 


1. 
2a 


Yi 


Swim 100 metres in any overarm or crawl style. 


Swim 50 metres in clothes (shirt, shorts and socks 
as minimum) and undress in the water with the feet 
off the bottom. 


Swim 50 metres on the breast and 50 metres on the 
back (either hands clasped or arms folded in front) 
and then a further 50 metres any style, making 150 
metres in all. 


4. Take clothes off on shore. Enter water feet first.Carry shirt in teeth 
or hand. Swim 10 metres. Swing one end of the shirt into the hands of a 
"drowning" person. Tow him to the shore. 


5. Demonstrate by means 


of "clothing inflation" a method of remaining 


afloat for three minutes. 
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6. Execute a reasonable dive into the water from the side of the bath. 


7. Dive from the surface of the water and recover with both hands an 
object from the bottom. The water is not to be more than 2 metres deep. 


Swimmer - MASTER GRADE 


1. Have passed the Swimmer Standard Grade Badge and 
be prepared to demonstrate any of those requirements. 


2. Swim 250 metres in any overarm or crawl style. 
3. Swim the following using the correct style: 
(a) 50 metres backstroke (b) 50 metres breaststroke 


(c) 50 metres butterfly (d) 50 metres life-saving 
kick 


4. Swim at least one kilometre using any stroke or combination of strokes. 
5. Perform the following dives: 


(a) racing dive from the edge of the bath 
(b) neat dive from a springboard. 


6. Perform some individual stunt in fancy diving or swimming or plunging. 


7. Satisfy the Examiner that you are capable of instructing a non-swimmer 
in the basic principles of swimming. 


Tracker - STANDARD GRADE 


1. Make two plaster casts of the tracks of animals 
and birds, one of which must be a wild animal or 
bird. 


2. Point out the characteristics of human footprints, 
with or without boots or shoes. 


3. Know and demonstrate the seven basic tracking rules 
in practice. 


4. Be able to read the following in sand: 


(a) A person walking backwards 

(b) A person limping 

(c) The pace of tracks (walking, running, etc.) 

(d) The direction of travel of a bicycle (or motor car) 


5. Identify the spoor of at least five different types of animals. 


6. Follow two simple nature trails each of one kilometre in length. Each 
must contain from 20 to 30 signs made from natural materials. 


NOTE: The test is to be performed over ground with which the Scout is 
unfamiliar and, if possible, in varying weather conditions. 


=-138= 


Scout Proficiency Badges 


Tracker - MASTER GRADE 


1. Have passed the Tracker Standard Grade Badge and 
be prepared to demonstrate any of those requirements. 


2. Follow a trail of one kilometre in length set by the 
Examiner without him using the normal woodcraft trail 


Signs (ie the trail may be laid by using a "Whifflepoof" 
tracking irons, leaves, wood etc)". 


3. Solve with reasonable accuracy three tracking stories 
in sand, snow, or other suitable surface. 


4, Make six plaster casts of the tracks of birds, animals, car or cycle. 
All casts must be made unaided and must be correctly labelled with the 
date and the place of making. Two at least of the casts must be of wild 
birds or animals. 


5. Describe and recognise the differences between the tracks of three 
domestic animals and their wild counterparts. 


Water Biologist ~ STANDARD GRADE 


1. Make a waterscope. 
2. Examine the insect, animal, and plant life found 
} in a stretch of sea or inlana water chosen by your- 
( self. Report with illustrations on the varieties 
yy of plant life found. How do these sustain the animal, 
fish or insect life in the area? Describe how we can 
preserve this life. 


3. Show that you have a knowledge of how water is fertilised to death. 


Water Biologist - MASTER GRADE 


1. Have passed the Water Biologist Standard Grade Badge 
vy and be prepared to demonstrate any of those require- 
NZ ments. 


SSAA 


2. Describe in detail three classes of life found in 
Z j your water area. Display them in an aquarium if 
possible. 


3. Report actual instances where pollution has affected 
the growth of life. 


Describe the steps that you recommend should be taken to preserve the balance 
of nature in the area. 


4. Show that you have a knowledge of the water cycle, 
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Weatherman — - szanvarn crave 


following: 


(a) Wind force and direction 
(b) Cloud-types and conditions 
(c) Temperature 

(d) Barometer readings 

(e) Rainfall 


1. Keep from your own observations a daily record of 
the weather for one month, using Beaufort letters 
and symbols, and including at least three of the 


2. Construct a simple rain gauge and a wind vane and set up these instruments 


where you can get the best results. 


3. Explain the formation of rain, snow, sleet, hail, fog, and rime. 


4. Recognise and name six different cloud formations and explain their 


significance. 


5. Know at least two natural signs foretelling fine weather and two fore- 


telling bad weather as applicable to your own area. 


Weatherman  - “sstR cr: 


ments. 


2. Keep from your own observations, a daily 
of the weather for one month (as for the 
Grade Badge, but for all headings). 

Use the windvane and rain gauge made for 
Grade Badge to record the wind direction 
fall. 


3. Explain the purposes and principles of a: 


(a) simple thermometer 

(b) wet and dry thermometer 
(c) Barometer 

(d) Anemometer 


4. Have a knowledge of synoptic weather maps and be able to read 
5. Understand the following: 


(a) relative humidity (b) dew-point (c) pressure 
(d) isobar (e) isotherm (£) Buys-Ballot's 
(g) Cold Front and Warm Front 


Illustrate any explanation with diagrams. 


1. Have passed the Weatherman Standard Grade Badge 
and be prepared to demonstrate any of those require- 


record 
Standard 


the Standard 
and rain- 


one. 


Law 


6. Explain the conditions necessary for the production of thunderstorms. 
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Woodecraftsman - sw. ca 


A) 


B) 


C) 


1. Keep a woodcraft diary of two of the seasons 
Spring, Summer, Winter and Autum - containing 
records with dates and places of observation of 
not less than 10 birds, 10 plants, 10 trees and 
10 butterflies or moths. Give a short account of 
other animals which have been seen and illustrate 
the records with pencil sketches, carbon impres- 
sions, or leaves of pressed specimens. 


2. Do one of the following alternatives (A, B or C): 


Make a collection of 50 different species of wilds flowers, ferns and 
grasses, trees and shrubs, giving names, places and dates, soil and 
water conditions, size and other useful information; and recognise them 
as well as give a short description of 10 of the specimens. 


Make a collection of photographic or carbon impressions or sketches or 
plaster casts of leaves of 20 trees and 5 shrubs; giving names and 
places and dates; and recognise them. Give a description of 10 of the 
trees and three of the shrubs from which they came. 


Make 15 sketches from life, or photographs of birds or animals, and 
give a description of their habits. 


Woodcrattsinan - MASTER GRADE 


and 
war 


Dis 


1. Have passed the Woodcraftsman Standard Grade Badge 
and be prepared to demonstrate any of those require- 
ments. 


2. Demonstrate evidence of an intelligent interest in 
the whole field of nature and with particular regard 
to ONE of the following: 


Trees and shrubs 

Wild flowers 

Bird life 

Butterflies or moths and insects 
Wild animals 

Ferns or grasses 

Seashore or pond life 

Rocks and fossils 


produce collections, specimens, log books, etc. as the pursuit may 
rant. 


cuss with the Examiner your observations and the sources of information 


(museums etc) you may have used. 
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World Conservation Badge - STANDARD GRADE 


1. Make a sketch illustrating the complete water cycle 
using and describing the following terms: 


precipitation; run-off; ground water; water table; 
evaporation; transpiration. 


2. Show that you are familiar with the main causes of 
the following types of pollution and know how they 
can be controlled: 


water; air (including noise); soil; waste. 


3. Show that you are familiar with the reason why so many animal species are 
threatened and what can be done in order to help these animals survive. 


4, Make a list of "what to do" and "what not to do" in order not to damage 
but improve Nature when camping and hiking. 


5. Make a list including, if possible, pictures of plants and animals in 
your country (province) which are in danger of extinction. 


6. Carry out TWO of the following experiments: 


(a) Demonstrate how soil may be lost or ruined (erosion) and how grass 
and other plants help to protect it. 


(b) Demonstrate how soil is formed. 
(c) Demonstrate how plants produce oxygen. 


(d) Plant two bean seeds in a flower pot of topsoil, and two beans in a 
flower pot of subsoil. Tend for a month and report: 
(i) the difference in the rate of growth in the two pots 
(ii)the appearance of the plants and any differences noted. 


(e) Collect a mid-stream specimen of muddy water from a sizeable stream 
in a glass jar. Allow it to stand for at least 6 hours. Observe the 
amount of soil that settles in the bottom. State where you think the 
soil originated from and why you think so. 


(£) Keep a daily record of the weather for your neighbourhood during a 
month. Include rainfall, sunshine, fog (or smog), temperature, wind 
speed and direction,and humidity. 


7. Do ONE of the following: 
(a) Plan and carry out an anti-litter campaign with your Patrol or Troop. 


(b) Help establish and maintain a sanctuary (demonstrating an interest 
in conservation and a wish to conserve nature. For example: Assist 
local or national authorities on Conservation with projects under 
supervision.) 


(c) Make a Nature Trail for your Patrol or Troop. 


(d) Establish a bird cafeteria by planting an area with trees and shrubs 
which bear fruit attractive to the birds in your area. 


(e) Make a pond for birds (and for beauty). 
(£) Build a brush pile for wild life. 
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(g) Make and maintain an aquarium. 


(h) Build up a collection of plaster casts (made by yourself) of animal 
tracks. 


(i) Build an observation shelter and spend part of a night there observ- 
ing the animals. 


8. Do TWO of the following: 


(a) Take part in an international, national, or local conservation 
project, spending at least the equivalent of one working day on the 
project under the control of a conservationist. 


(b) Develop a project and submit it to your Examiner for approval. 
Discuss it with him and decide on the requirements. 


(c) Present at least two photographs taken by yourself of some phase 
of conservation of natural resources and be able to describe 
thoroughly the conservation. 


World Conservation Badge - MASTER GRADE 


1. Explain to the Badge Examiner the meaning of the 
following terms: 


Ecology; Food chain; Biocides; Recycling; 
Conservation; Balance of Nature; Life Cycle; 
Photosynthesis; Organic & Inorganic material; 
Humus; Carrying capacity. 


2. Write an illustrated essay or give a slide lecture 
on "The reasons why we cannot allow animal and 
plant species to become extinct". 


3. Give an example, illustrating the ecological interrelationships, on how 
man, animals, vegetation and other sources are dependant on each other. 


4. Demonstrate a knowledge of the effects of bush fire on wildlife; of land 
clearing; soil erosion; water pollutionzand the activities of mankind in 
general (in particular the use by mankind of insecticides). 


5. Name a few causes of flooding and state some methods of flood control. 


6. Show that you know the major organisations and institutions in your 
country concerned with conservation. 


7. Know the location of the major nature reserves in your country and why 
they have been kept. 


8. Show that you are familiar with the conservation laws of your country. 
9. Do TWO of the following: 


(a) After having visited your wastewater treatment plant describe the 
principle for its functioning. 


(b) Describe how your water purification plant works. 


(c) List and include, if possible, pictures of those animals and plants 
in your neighbourhood which are in danger of extinction and therefore 
protected (or should be). 
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(d) Illustrate (on paper) how oxygen moves in a cycle. 
(e) Make an illustration describing the process of photo-synthesis. 


(£) Give an example of one of the effects of the major environmental 
catastrophes that have occurred and report in one way or another 
on its effects on mankind and animals. 


10. Do THREE of the following: 


(a) Take part in a project arranged by the World Wildlife Fund, the 
IUCN, or CARE, spending at least the equivalent of three working 
days on the project. 


(b) Take an active part in a conservation project, spending at least 
the equivalent of five working days on the project. 


(c) Take the initiative to carry out a conservation project yourself: 


Examples - an anti-litter campaign; restoration and/or beautifi- 
cation of a piece of land; muster public opinion through 
an information campaign; print handouts; arrange a 
demonstration; make an exhibition. 


(d) Spend at least two periods of four hours with a ranger, forester, 
or conservation officer and make a report on your observations over 
the period. 


(e) Camp in or near an animal or nature reserve with the permission, 
and where necessary, under the supervision of the Reserve Authori- 
ties. Make hikes (or in some cases motor trips) through the Reserve 
to study the plants and wildlife etc., and measures taken to con- 
serve them. Report fully to your Examiner. 


11. Complete a special conservation task developed and decided by you and 
your Badge Examiner, differing from those already carried out. 


World Friendship - STANDARD GRADE 


1. Have corresponded regularly (ie about once a month) 
with a Scout in another country and produce evidence 
to the Examiner that you have written to the Scput 
on more than four occasions. 


2. (a) Briefly relate the story of how Scouting started 
and how it has spread around the world. 


(b) Point out on a map of the world at least 30 
countries which have Scout Associations belonging 
to the World Scout Organisation. 


(c) Make drawings (or collect printed examples of them in a notebook) of the 
official Scout Badges of at least 10 Scout Associations in other parts of 
the world. 

(See:"Scouting Around the World" published by the World Scout Bureau.) 


3. Attend a week-end Scout Camp at which Scouts from another race are present. 
Make friends with one of these Scouts. Describe to the Examiner what you 
learned about him (where he lives, his family, his school, etc.) 


OR 
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Make contact with a boy of another race of similar age to yourself 
(not necessarily a Scout). Describe to the Examiner what you have 
learned about him (where he lives, his family, his school, etc.) 


4. Have kept a scrapbook for at least 3 months giving information on Scout 
activities, sports, home-life, and national affairs of another country 
(not necessarily the one referred to in Test (1) above.) 


World Friendship - sux cum 


1. Have passed the World Friendship Standard Grade 
Badge and be prepared to demonstrate any of those 
requirements. 


2. Describe the functions and organisational structure 
of the World Scout Organisation such as the World 
Scout Conference, the World Scout Committee, the 
World Scout Bureau, the Regions and the Zones. 

Know to which Zone and Region the Boy Scouts of 
South Africa belongs. 


3. (a) Be able to name all the independent countries in southern Africa 
south of the Zambezi. 


(b) Choose one of these independent countries (other than your own) and 
carry out a study of it. Discuss your study with the Examiner, covering 
such topics as location, size, population, agriculture, industry, 
mining, problems, and the differences in the way of life between that 
country and your own. 


4. Do any THREE of the following: 


(a) Camp or hike for at least 5 days with Scouts of another race, or from 
another country, (either in your own or their country). Produce a 
logbook covering the event and include your impressions and knowledge 
gained. 


(b) Take part in an international Scout event in another country. 


(c) Take part in a national Scout event at which Scouts from another 
country or countries are present. 


(d) Entertain in your home for not less than 3 days a Scout or Scouts 
from another country. 


(e) Explain the preamble of the United Nations Charter. Outline the 
United Nations Organisation, its purpose, and the functions of its 
principal subsidiary bodies. 

Describe 5 things the United Nations does. 


(£) Learn and teach your Patrol a folk song or campfire stunt/item from 
another Scout country. Perform the song or stunt/item at a Troop Camp 
Fire. 


(g) Produce evidence that you have shared a subject of common interest 
with a Scout of another country by exchanging at least 8 letters; and 
have exchanged such things as stamps, Scout badges etc., or have 
carried on a game with him (such as chess). 


(h) Talk with another person in a foreign language for at least 5 minutes. 
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Venturers 


ADMISSION TO THE VENTURER COMMANDO 


Rule 673 


The minimum age for entry to the Venturer Commando is fourteen 
years and six months. 


A young man may not remain a member of the Venturer Commando 
after his eighteenth birthday. 


ALL ENTRANTS WHETHER THEY COME UP FROM THE TROOP OR ARE NEW 
ENTRANTS TO THE MOVEMENT ARE REQUIRED: 


(1) To show an understanding of the aims of the Scout Movement 
and of what is expected of a Venturer. 


(2) To show an understanding of the policies of the Boy Scouts 
of South Africa and of the international aspects of Scouting. 


(3) To accept the Scout Law and Promise as a serious commitment. 


ENTRANTS COMING UP FROM THE TROOP 


(4) First Class Scouts who comply with requirements (1) to (3) are 
automatically eligible for admission to the Venturer Commando. 


(5) Scouts who have not attained the First Class Badge are required, 
in addition to the above requirements, to take part to the 
satisfaction of the Commando Council in a worthwhile outdoor 
activity with the members of the Commando. This activity need 
not take the form of a hike, but the standard required should 
be not less than that required for the First Class Hike. 


ENTRANTS WHO ARE NEW TO THE MOVEMENT 


(6) Entrants who have no Scouting background are required to take 
part, to the satisfaction of the Commando Council, in activities 
of the Commando on at least six occasions. These activities must 
include one which complies with (5) above. 


When the entrant has satisfied the Commando Council that he has 
fulfilled the requirements set out in Rule 673, he is invested as 
a Venturer and awarded the Venturer Badge. 


VENTURER TRAINING PROGRAMME 


Rule 674 


The Venturer may complete the Scout progressive training by 
passing: 


The First Class Badge (if he does not already hold it) without 
the need to pass the tests for the Pathfinder and Second Class 
Scout Badges. 


(NOTE : He is not required to pass the Scoutcraft Tests 1 and 2) 
The Discoverer Scout Badge 


The Bushman's Thong (or its equivalent) 

Springbok Scout Badge 

Chief Scout's Award 

Alternately, or in addition, he may qualify for badges or awards 


specially designed for the Rover Branch, and for the badges and 
awards of recognised societies such as First Aid, Life Savings, etc. 
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Rover Scouts 


ADMISSION TO THE ROVER CREW 


Rule 105 


Rule 688 


On investiture, the Rover Scout makes, or where appropriate 
reaffirms, the Scout Promise. 


Before being invested as a Rover Scout, you must fulfil 
the following conditions to the satisfaction of the R.S.L. (or 
Crew Council) and the Crew. 


(1) Have an elementary knowledge of the aims, principles, and 
methods of the Scout Movement as set out in the pamphlet 
"What is Scouting?", and of Rover Scouting as set out in the 
pamphlet "What is Rovering?". 


(2) Have studied, and have understood, the Scout Law and Promise 
from an adult point of view and be prepared to live up to them. 


(3) Be prepared to commit yourself to some form of service to the 
Scout Movement and/or to the Community, provided that you may be 
temporarily excused from such service by the Crew Council on 
the grounds of study, or for similar valid reasons. 


If you are a Recruit from outside the Scout Movement, 
the Crew may require you to serve a probationary period 


of not more than three months while you are complying 
with (1), (2) and (3) above. 


Rover Awards 


(a) There are seven Proficiency Awards for Rover Scouts, any four of which 


qualify 


(1) The 
(2) The 
(3) The 
(4) The 
(5) ‘The 
(6) The 
(7) The 


for the B-P Award. 


Scoutcraft Award 
Rambler's Award 

Project Award 

Scouter Training Award 
Civics. Award 

Careers Award 
Community Service Award 


These Awards indicate the lines on which a Rover Scout Leader is expected to 
encourage his Rovers in their own self-development. They give material for lines 
of study and programme activities which, however, need not be restricted to the 
subject matter of the Awards. 


(b) No Rover Scout or Recruit to the Rover Crew may wear Scout or Cub Proficiency 


Badges, 


either general or special, except as provided in Paragraph (c) below. 


(c) A Rover Scout who has gained the Bushman's Thong (OR the Bosun's Cord, OR the 
Airman's Cord, OR the Service Cord) may continue to wear it on his Rover 
Scout uniform (except as in Paragraph (d) below.) 


A Rover Scout who has gained the Chief Scout's Award may wear it between 
the shoulder and the elbow of the left arm (except as in Paragraph (d) below.) 


Rover Scouts who are also Scouters may not wear any of these four Scout 
Proficiency Badges. 
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(d) On gaining the B-P Award, a Rover Scout will remove all the other Profi- 
ciency Badges or Proficiency Awards that may be held. 


(e) The Proficiency Awards are granted by the L.A. on the recommendation of the 
R.S.L. and Crew Council, and are described and worn as follows : 


(i) THE SCOUTCRAFT AWARD is worn on the left epaulette in the upper third, 


Design : Bronze Arrow Head 


(ii) | THE RAMBLER'S AWARD is worn on the left epaulette in the middle third, 


Design : Rambler Rose surmounting aScout Badge. 


(iii) THE PROJECT AWARD is worn on the right epaulette in the upper third, 
Design : Oakleaf and Acorn surmounting a Scout Badge. 


(iv) THE SCOUTER TRAINING AWARD is worn on the right epaulette in the 
middle third. 
Design : Bronze Star. 


(v) THE CIVICS AWARD is worn on the right epaulette on the outer third. 
Design : Protea. 


(vi) | THE CAREERS AWARD is worn on the left epaulette on the outer third. 
Design : Torch. 


(vii) THE COMMUNITY SERVICE AWARD : Design Silver Star. 


(f£) Venturers may qualify for the Rover Awards. 


8. P. Award 


The B-P Award is worn on the left epaulette. The B-P Award is granted by the 
L.A. on the recommendation of the D.C. & R.S.L. on the prescribed form. 


It is accompanied by a certificate signed by the Chief Scout, South Africa. 


Before being awarded the B-P Award, a Rover Scout must 


(1) Hold four of the seven Rover Scout Proficiency Awards. 


(2) Be recommended by the G.S.M., the R.S.L. and the Crew Council as a Rover 


who is setting a personal example of the Scout way of life and who is carrying 


out the Rover motto of ''Service",. 


The requirements for the Awards are as follows 


The Scoutcraft Award 


(a) Produce a personal Camp logbook showing that you have camped on at least 
15 separate occasions (for at least one night each) on three or more 
different campsites and demonstrate that you are accustomed to camping in 
strict compliance with "Camping Standards". 


(b) Demonstrate that you are proficient in camp catering and cooking and in 
the use and care of camp equipment. 


(c) Demonstrate that you are competent to instruct or examine in any two of the 


following Master Grade Scout Proficiency Badges : Air Navigator, Backwoodsman, 


Camper, Camp Fire Leader, Astronomer, Woodcraftsman, Cook, Despatch Rider, 
Explorer, Firefighter, Observer, Pioneer, and Public Health. (You need 
not be required to act as Examiner or Instructor in the Badges selected.) 
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The Rambler's Award 


(a) 


(b) 


Demonstrate that you are competent to instruct or examine in one of the 
following Master Grade Scout Proficiency Badges 


Explorer, Mapping, Guide, Cook or Hiker. (You need not be 
required to act as an Instructor or Examiner.) 


(i) Plan a series of hikes of not less than 25km each with an aggregate 
of 125km and involving not less than three nights camping. Submit 
your plan to the R.S.L. and Crew for approval. 


The hikes must avoid made-up roads and to a large extent be 
cross-country, must be of a standard to test endurance, self- 
reliance, initiative, and determination. 


(Where actual mountaineering or particularly difficult country is 
to be covered, the aggregate distance may be proportionately 
reduced at the discretion of the District Commissioner.) 


(ii) Carry out the planned hikes and submit a log which shall give dates, 
places, and distances, and such other information as will not only 
interest other hikers but enable them to follow the route taken. 
Notes on nature development, etc should be included. No detailed 
map of the route is required, but sketch maps must be included to 
cover all difficult and interesting points on the route. 


The Project Award 


(a) 


(b) 


Choose, plan, and devote at least three months to a Project. Keep a record 

of your activities. At least twice during the period report progress to the 
Rover Scout Leader and Crew; produce records supported by any charts, models, 
maps or exhibits which may be needed to elucidate the Project. On these 
occasions you may seek advice or assistance from the Crew if this is felt to 
be necessary. 


NOTE : A Project may be defined as a self-imposed task demanding skill, 
application, and care. You may choose your own subject with the 
following limitations 


(i) The subject may not be connected with practical Scoutcraft and must 
differ materially from the subject chosen for the Civics Award. 
The subject should be chosen from such fields as Art, Literature, 
Music, Drama, Science, World Affairs, Hobbies, Handicrafts, Cultural 
Traditions, Journalism, Ecology, Wildlife, etc. 


(ii) The subject chosen should have no bearing on your career. 


(iii) The subject chosen must be formally approved by the R.S.L. and the 
Crew as suitable and worthwhile. 


When you are yourself satisfied that you have completed your selected Project 
you must demonstrate the result of your work to the R.S.L. and Crew. 

The R.S.L. and Crew, after seeking any necessary expert advice, then decide 
if you have reached a satisfactory standard of attainment. If necessary, 
before being passed, you may be asked to do further work on any aspects which 
do not qualify. 
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Scouter Training Award 


You are required to demonstrate knowledge of the principles of Scouting or 
Cubbing. The content and standard required is that of an Initial Training 
Course including basic skills and a Preliminary Wood Badge Course in the 
Branch (Cub Pack or Scout Troop) in which you will seek a Warrant. 


Civics Award 


(a) 


Show by means of a talk, or by taking part in a discussion before an audience 
consisting of the members of your Crew, that you have made a close study of 
some social or civic question of current interest. 


NOTE : You should show that in preparing your paper you have made use 
of newspapers and literature of varying shades of opinion and 
have visited places related to your subject, eg Town Councils, 
Parliament, Courts of Law, farms, eroded and re-established 
areas etc. 


The following list suggests some of the subject$ that you might 
choose : Soil conservation; agricultural reform; road safety; 
problems of urbanised communities; the African Community; the 
‘Coloured’ Community; the Indian Community; the White Community; 
penal reform; the power/freedom of the press; the responsibilities 
of marriage; the upbringing and education of children; health 
services; career selection;employer/employee relationships; 
establishing a home; drug abuse;etc. 

Talks should be illustrated by photographs, newspaper cuttings etc. 


The standard will be assessed by the work put into preparation, and not your 
debating ability. 


The Careers Award 


(a) 


(b) 


(c) 


(d) 


You must be engaged in a recognised system of post-school training leading 
to professional or technical qualifications for your career. 


You must produce evidence that your progress in your studies and training 
has been above average in any one year. 


You must, at least three times during the year, report progress to the R.S.L. 


and Crew producing evidence (models, essays, notebooks, etc) in support of 
your claim. 


When you are yourself satisfied that you have a claim to the Award, you must 
submit evidence to the R.S.L. and Crew who, after seeking any necessary 

expert advice, decide if you have reached a satisfactory standard of attainment. 
If necessary, before being passed, you may be asked to do further work on any 
aspect in which you have not qualified. 
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Community Service Award 


For this Award you are required to : 


(a) Prepare and give a talk to a group of Scouts or other 
young people on the subject of service to the 
community. 


(b) Participate in a local community project of your own 
choice for a period of six months (or longer if desired). 


NOTE : You can select from a myriad of projects, such as : 


extra lessons for school children; repair and/or maintenance 
of school buildings, clinics etc; conservation work such as 
reclaiming dongas, repairing fences, planting trees; 
construction of civil improvements in the village such as 
water drains, latrines, etc; acting as a secretary/treasurer/ 
committee member of a local community project/students' society/ 
club/Students' Christian Association etc; helping in an adult 
literacy/numeracy project; helping to run a youth group; 
working with handicapped people ; help the local church or 
religious group; assist at tuberculosis settlements; assist 
the blood transfusion service; voluntary first aid work; 

Fire Brigade duties; etc etc. 
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